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-Introduction 


the rasp of hundreds of swords drawn at once penetrates the frosty 
morning air. 

The year is 1415. You command 25, 000 French soldiers against a renegade 
group of English invaders. The enemy’s 6,000 soldiers are cold, sick, starving, 
and far from home. But your troops are healthy, well-fed, and combat-ready. 

The advancing enemy comes to a halt 300 yards away and begins prepara- 
tions for battle. Years of training have taught you the battlefield is no place for 
a light heart, so you force back a smile. Don't they know they're hopelessly 
outnumbered and have no chance of victory? You can't help but admire the 
enemy's determination. It will almost be a shame to destroy them. Almost. 

The sky darkens unexpectedly as enemy longbows launch a volley of armor- 
piercing arrows toward your troops. Your troops hide as best they can behind 
their puny shields as thousands of English arrows rain down upon them. 
Outraged that you've allowed the enemy to draw first blood, you order your 
heavy cavalry to charge. But progress is slow. The horses slip and stumble in 
the marshy field. The quiet whistle of arrows in flight mixes with your troops' 
surprised shrieks as they fall wounded from their mounts. 

Your rage turns to astonishment as you watch your cavalry retreat, exposing 
unarmored flanks to the archers. Hundreds more are wounded as they flee to 
join the ranks of your waiting army. Desperately, you command a full-scale 
charge. Your infantry slips and struggles through the mud; their advance is 
painfully slow. Thousands fall as wave after wave of arrows strikes home. 

Horrified, you realize that this, the battle of Agincourt, will be one of the 
worst upsets in military history. Your army is going down in defeat. And a sin- 
gle, tragic thought echoes in your mind: / should have read the strategy guide 


T he low, winter sun casts lengthy shadows on the muddy ground as 
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About the Game 


nsemble Studios (Dallas, TX) released the award-winning bestseller 

Age of Empires in late 1997. Millions of people purchased AOE and 

its expansion, Age of Empires: Rise of Rome. The captivating graphics 
and entertaining campaigns thrilled the single-player audience. The unit 
diversity, random maps, and gameplay generated an enormous online multi- 
player following. 

Ibe Age of Kings may well be tbe best-selling real-time strategy game of 
1999. The single-player campaigns provide a challenging and entertaining 
interactive experience. You'll gather resources, build an empire, and fight to 
defeat your enemies before they conquer you. Its amazing artificial intelligence 
is a dramatic improvement over that of the original AOE, and the graphics 
and animations are even more beautiful. And, unlike the ROR expansion pack, 
AOK is an entirely new game, with new units, civilizations, technologies, and 
victory conditions. 
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For hard-core gamers, a game's most important elements are gameplay and balance. This 
guide provides complete information for solving the single-player scenarios, but its authors - 
are online experts who tend to give the book a multiplayer slant. A multiplayer veteran will 
have no trouble completing the scenarios, but a player who's challenged only computer 
opponents may be in for a real surprise in the multiplayer environment. 

The following pages offer more than step-by-step recipes for success. You'll learn 
fundamentals that will make you a great player, allowing you to develop your own winning 
strategies and techniques. This guide provides everything you'll need to meet any chal- 
lenge—whether alone or against human foes. 


About Real-Time Strategy and 
The Age of Kings 


The real-time strategy (RTS) gaming genre blends dynamic action and strategy for a unique 
kind of fun. If you're tired of shoot-em-up games but still like to think 
quick, or if you fall asleep waiting for your opponent to make the next 
move in turn-based strategy games but still like strategy, RTS is your genre. 

It takes a special breed to excel in RTS games. Multitasking, planning | 
ahead, and accurately predicting enemy actions become critical in an RTS 
environment. It's a thinking game style, and The Age of Kings takes its — — 
place among the best in the genre. Most such games lack the elements dab 
make thinking and planning so important in AOK, including: 


* random maps 
* a complex economic component 
e unit and civilization balance 


* a buge tecbnology tree 


RTS world. Maps in previous RTS games were pregenerated and fixed; that 
tended to promote a lazy playing style. Random maps, on the other hand, 
give you no way to memorize resource locations and enemy starting spots. 
You never know for certain where anything will be. Thus, scouting 
becomes fundamentally important. You must be proactive, and seek what 
you need to win the game. If you're not on your toes, the enemy will 
slaughter you. 


When it was released, Age of Empires s random maps revolutionized the | 
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Most RTS games require no more than one or two resources, and often you can count on 
resource areas to supply you with what you need for an entire game. Like the original Age 
of Empires, however, AOK's complex economic requirements have you building empires 
from food, wood, gold, and stone. And there are multiple ways to collect them: food is 
available from 10 different sources, for example. To succeed, then, you must plan well. If 
you don't collect the right resources, you'll find yourself in trouble. 

The Age of Kings's 13 civilizations, each with unique units and bonuses, affords a virtually 
unlimited number of combat situations. Combined with its huge technology tree, this variety 
forces you to think on your feet and adapt to the enemy. 


hat You'll Find in This Book 


The early parts of this book wil ring you up to speed on game basics. First, there is a 
mework of information about civilizations, units, and basic gameplay. Then we demon- 
| ways The Age of. Kings differs from earlier versions of AOE, including its new fea- 


reate your own maps and campaigns. By the time you've finished this 
. book, you'll be equipped to win! 


2 Game Basics 


ere's some information that will help you as you 
begin your first game. 
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Maps 


Tbe Age of Kings comes with a number of map types. This section covers them all in depth, 
and points to the civilizations best-suited to each. Although the Random Map Generator cre- 
ates a different map every time, this information holds true for most maps. 


Arabia 


The Arabia map comprises a barren landscape 
devoid of large forests and bodies of water. 
Several small bodies of water occasionally hold 
Shore Fish, but for the most part this map is a 
desert. Because most terrain elements are relative- 
ly distant from each other, this map affords few 
chokepoints and good spots to build walls. 

To succeed here, advance to 
the Castle Age as quickly as 

Map 2-1. Typical Arabia Map you can, using Sheep, Berries, 
and Boars as your initial 
sources of food. Once you reach the Castle Age, build a small but effec- 
tive attacking force and hunt down enemy Villagers. 

Playing defensively or building a Wonder is extremely difficult on this 
map, because there are so many angles your enemy can strike from. You 
won't find many wallable sections; walls aren't nearly as useful on this 
map as other maps. In general, it's better to be flexible and mobile and 
keep your resource-gathering operations moving along with your military. 

Explore this map thoroughly to identify resource clusters your oppo- 
nent may choose to use outside the initial enemy base. Then keep your 
units patrolling those areas. 

Because this map is extremely wide-open, you must be mobile and 
strike your enemies fast and hard. A quick rush using Cavalry or Camels is 
probably the most effective means of attack, so civilizations with bonuses 
in these areas are the most useful. 

Thus, Byzantines, Mongols, and Saracens are ideal here. The 
Byzantines' ability to produce Camels cheaply and their complete line 
of Cavalry makes them intimidating foes in Castle Age attacks. Mongols 


hit points Han other civilizations’. Their Mameluke unit is tailored for this map, providinbl 
highly mobile Villager killing units that can dispatch or effectively contend with enemy 
Cavalry, Camels, and Cavalry Archers. 

The following civilizations will fare adequately: 


e Teutons 
* Franks 
* Goths 


e Britons 


The Teutons' strong Town Center helps them stave off early rushes, but the lack of Camel 
units severely hinders their mobility. The Franks have a strong Cavalry but will experience 
difficulty against Camel armies. This map minimizes their inability to build defensive fortifi- 
cations, but the Franks, too, lack Camel units. Still, their satisfactory Cavalry 
and their Longbowmen’s ability to reach all over the map make them an 
effective civilization here. 

Avoid using Vikings, Japanese, or Celts on the Arabia map. With no 
ocean to exploit, and weak Cavalry and Camelry, the Vikings are like 
ducks out of water. The Japanese also suffer from having no ocean to 
exploit for their strongest economic bonus, and they, too, suffer from a — 
lack of Camel units. Without Camels and with a minimal need for siege _ 
weapons for tearing down barricades, the Celts are. Jess effective bere than 
on other maps. o 


Archipelago 
Archipelago maps usually consist | 
of a large island for each player. 
Thin strips of land sometimes : 
connect each island. On larger | 
maps, midsized lakes on these | 
islands may offer offshore fish- 


ing, and smaller lakes Shore 
Fish. Several small islands 
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offshore hold food, gold, or stone. Archipelago maps usually have an unclaimed island that 
holds piles of gold, as well. 

Building a Dock early in the Dark Age will allow you to reap the rewards of the large 
ocean full of fishing. Build Galleys in the Feudal Age to defend against opponents who 
quickly try to eliminate your fishing fleet. Fire Ships make excellent Castle Age units for 
such defense, and to attack the enemy fishing fleet. 

As soon as you can, send a Transport filled with Villagers to the enemy island(s) to build 
offensive structures from which to build your army. Watch for a wily opponent to do 
the same. On this map, it's usually worth the 25 wood and 25 stone to build an Outpost 
to monitor areas on your island where you think your opponent may land. Completing 
a Castle on the enemy island with a force large enough to defend it can usually win 
the game. 

Almost every Archipelago map features an island with three piles of gold on it. Securing 
this island puts you in control of over twice as much gold as your opponent. In fact, control 
of this single island can be decisive in longer games and team games. 


Fig. 2-1. On Archipelago maps, a single unclaimed island often contains 
three piles of gold. 


Deuce. 
"5r. 14, v a 
ye . 
A Bese ou * 
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Building a Wonder can be a good idea on these maps, depending on whether you think 
you can turn back enemy landing parties. If you can use your navy to force a stalemate at — 
sea, and keep a band of Knights patrolling your coastline, you should be able to complete . 
and defend a Wonder. 

Archipelago maps will almost always involve a naval battle, so civilizations with a strong 
naval presence are clearly at an advantage here. If you can't control the seas and exploit - 
their abundance of food, you'll be at a tremendous disadvantage. The islands are generally - 
too large for defending every inch of shoreline, so a mobile civilization will have an advan- 
tage in that respect. 

Civilizations ideal for Archipelago maps include: 


e Japanese 
* Vikings 
* Saracens 


e Persians 


Nimble, strong Fishing Ships make Japan an economic powerhouse 
here. If they can build Barracks early on the enemy island and start build- ~ 
ing the horde of Infantry units, the enemy will have little chance of sur- à — 
vival. Once the Vikings reach the Castle Age, their cheap navy and ability D 
to produce unique Longboats makes them a hard civilization to beat. The 
Saracens’ fast-attacking Galleys and the capacity and resilience of their — 
Transport Ships make them an ideal Castle-rushing civilization on this map. 
Persia's ability to produce ships quickly at their Docks is a tremendous ~ 
advantage in the late game. They don't get Shipwright technology, though, : 
and this puts them at a disadvantage in games that reach the Imperial Age. —— — 


Baltic 


The Baltic map and Mediterranean map are similar in that they both feature 

a large body of water wholly within the center of the map. Baltic maps have 

more land, however, with numerous small inlets. Starting positions without 

an inlet are instead directly adjacent to the large central body of water. d 
Baltic maps favor early naval combat, so strong civilizations are those — — 

that can quickly build strong navies in a pre-Imperial Age game. Any land- 
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based combat will involve traversing the map's perimeter to get from one side to the other, 
so fast units are most useful. 

The Baltic map is another instance where you'll 
want to build a Dock in the Dark Age and employ 
Fishing Ships early to augment your food produc- 
tion. Naval combat will be far more intense than 
on the Archipelago map, however, given the 
cramped body of water all sides must share. 

If you're playing a strong naval civilization, 
you'll want to gain control of the water as soon as 
/. you can manage, and then keep your ships Map 2-3. Typical Baltic Map 
 patrolling to prevent your enemy from building 
new Docks. This is vital: your enemy only needs a few minutes to construct a handful of 
Docks in some remote inlet and start developing a navy again. 

» Unlike Mediterranean maps, Baltic maps make it easy to lure enemy ships into naval 
chokepoints, where land forces can participate in combat. Gaining control of a peninsula 
midway between you and your enemy can prove critical, as well, especial- 

— ly if it contains gold or stone. 


Fig. 2-2. Baltic maps feature chokepoints where an Onager's 
area can help win naval battles. 
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Building a Wonder is sometimes a good way to end a naval stalemate when your wood  . 
supply will likely end before your enemy's. Make sure your enemy can't produce units close D 
to your base. This forces your foe either to risk sending a Transport through the *fire zone" D 
or spend a long time navigating the map perimeter. 

The following civilizations are best-suited to the Baltic map. 


* Vikings 
e Saracens 


e Celts 


e Persians 


e Japanese 


The Vikings are the most capable of establishing naval superiority in the Castle Age. Their 
strong ships and Longboat unique unit help them dominate the seas. The Saracens’ faster 
attacking Galleys make them a naval force to reckon with, and their Transports enable them 
to sneak large numbers of troops past a naval conflict. The Celts receive no 
direct naval bonus, but their faster Lumberjacks can increase their early- 
game wood supply dramatically, making them a potent shipbuilding civi- 
lization in the Castle Age. The Persians’ improved Dock construction rate 
means they can replenish their navy quickly and get it on the seas fast. 
when the Castle Age arrives. The quick fishing and cheaper Lumber Camps 
of the Japanese give them a quick jump on other civilizations. They aren't. — 
as strong as the Vikings, however, because they receive no direct bonus to v 
their military ships. = | 


Black Forest 


The Black Forest map is usually 
more than half forest. It has more 
small chokepoints than perhaps 
any other map. A few very small 
bodies of water sometimes con- 
tain Shore Fish. A road connects 
some of the map's Town Centers, 
so discovering an enemy location 
can be as simple as following the 


Map 2-4. Typical Black Forest Map 
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Fig. 2-3. This Black 
Forest pocket contains a 
gold pile, a Relic—and 
two wolves. 


road. The forest also contains several pockets you can enter only by 
chopping down or destroying obstructing trees. 
: There are no large bodies of water, so naval prowess is useless here. 
It's extremely easy to build one to three short walls to seal off your 
resources and your base, which makes playing defensively very easy. 
Thus, Black Forest maps favor defensive or siege-heavy civilizations. 
_ Try to sneak a Villager into your enemy’s perimeter as soon as you 
can. Get Palisade Walls up quickly to prevent an early enemy attack. 
Consider escorting this Villager with your Scout or another unit to defend 
it from wolves. Once players get a chance to dig themselves in on a 
Black Forest map, it’s hard to dig them back out. 
Use Siege Onagers to destroy trees and create a path into the enemy 
_ base from an unexpected direction. Then pour your troops through this 
“newly created back door. Work your way into any pockets you discover 
in the forest. Almost all contain a resource or Relic that can help you 
increase your gold supply. Be careful, though: some pockets hold wolves, 
as well. 


11 


Age of Empires II: The Age of Kings—Prima’s Unauthorized Strategy Guide 


These civilizations are best-suited to the Black Forest map: 


Celts 
Turks 


Byzantines 


e Teutons 


The Celts’ fast-attacking siege weapons make them ideal for tearing down enemy walls. The 
Turks’ prowess with gunpowder and rapid gold-gathering makes them extremely powerful 
here. Turk players should defend themselves quickly and get their superior Imperial units 
before launching attacks. The Byzantines’ structure bonus, counterunit discount, and ability 
to reach the Imperial Age quickly makes them another good defensive civilization. The 
Teutons won't be rushed on this map, but their strong defenses will preserve them until 
they can unleash their hordes of Teutonic Knights and Trebuchets. 


Coastal 


Coastal maps are by far the most 
popular map type, because they 
offer a good balance between 
land and naval combat. They 
consist of one or two large bod- 
ies of land; one connects to the 
edge of the map. A body of 
water surrounds the remainder, 
and all large landmasses Cif there 
are more than one) connect via 
shallows. 

Coastal maps are extremely well-balanced; all civilizations have a good 
chance at winning here. 

Be sure to fish the seas on a Coastal map. You'll need a diitenced mili- 
tary with both land and naval units, because this map will likely require 
both. Walling yourself in usually isn't easy, but neither is it extremely diffi- 
cult. One way is to use walls to connect forests to water. And remember 
that your opponent can sneak around walls using Transport Ships. 


Map 2-5. Typical Coastal Map 
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Continental 


Continental maps are popular, as well. They con- 
sist of a single large landmass completely sur- 
rounded by water. Sometimes a river with shallow 
crossings cuts across the landmass, dividing it into 
sections. 

All civilizations have a fair chance at winning a 
Continental map game. 

Always fish on Continental maps. Generally, 
defending your ships won't too hard: enemy 
navies must travel the map perimeter to reach 
them, which gives you plenty of time to build a 
navy. Keep units or outposts near shorelines to watch for approaching enemy ships. 


Map 2-6. Typical Continental Map 


Fortress 


This map's most intriguing fea- 
ture is the "fortress" which 
every player starts with, regard- 
less of the beginning age. Every 
player gets a Barracks, five 
Farms, four Houses, four 
Towers, and a walled perimeter 
equipped with two Gatehouses. 
Inside this perimeter, every 
player also has access to a 
| y Patch, one pile of gold, and one pile of stone. You'll never find 
Sheep. on a Fortress map. 
— .. There's usually a random number of midsized bodies of water along 
. the map edges with the potential for offshore boat-fishing. Typically you'll 
find fewer bodies of water than the number of players, so some people 


Map 2-7. Typical Fortress Map 


small bodies of water where you can catch Shore Fish. Unlike on most 
. maps, opposing players often share the same half of the map. 

Games played on the Fortress map are highly likely to reach the late 
Castle and Imperial ages, because the defensive perimeter is extremely 
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difficult to punch through with early units. Thus, most civilizations that are strong in the 
Dark and Feudal ages will find their early game bonuses less important. Typically strong 
Imperial Age civilizations and those with strong siege weapons are extremely powerful here. 
Expect to be attacked by siege weapons: keeping a handful of Knights or Cavalry archers 
inside your fortification to dispatch oncoming sieges is imperative. 

To succeed here, quickly secure the gold and stone from outside your fortification, saving 
the pile inside your base for a secondary source should you become trapped there. Keep 
your eyes open for artifacts you can bring back and use for income. | 

Expect siege weapons to come knocking on your door at some point. Keep Monks and 
Cavalry units handy to dispatch them until you can station a Trebuchet inside. A handful of 
Archers will prevent a Battering Ram from opening a hole in your wall where your towers 
can't cover. Upgrade your Towers, if you're playing defensively. The small cost is worth the 
substantial increase in defense. 

Sometimes a fortress has a “back door” where its walls meet a body of water. Build a 
Dock in an obscure location on the lake and send units into the undefended interior of 
the enemy base to wreak some real havoc. Conversely, watch for your opponent to do 
the same to you! 


Fig. 2-4. This fortress has a “back door” where the wall breaks at 
a body of water. 
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Civilizations ideal for this map type include: 


* Gotbs 
* Franks 
e Celts 

e Turks 


Starting all civilizations with a walled perimeter and Watchtowers aids the Goths in setting 
.. up a defense they'd be unable to build otherwise. It's like giving the Goths the Stone Wall 
> technology (they don’t usually get) for free. 
= Farming quickly can become the primary food source on such maps. The Franks’ bonus 
of automatic Farm upgrades makes their farming last substantially longer. The Celt's strong 
. siege weapons make them intimidating opponents for knocking down enemy walls. But 
their ability to- protect or steal Sheep is worthless, given that there are no Sheep on this 
. map. The Turks’ prowess with gunpowder makes them strong opponents if they intend to 
: pom for the Imperial Age quickly. 
~ Avoid using Teutons or Britons here. Fortress maps effectively nullify 
tremendous anti-rush advantage the Teuton Town Center has in the 
early game. And because thete are no Sheep, the Briton Shepherd bonus 
is s of no use. 


The Gold Rush map is reminis- 
cent of game “King of the Hill." 
An extremely large, hilly region 
in the center of the map con- 
tains several large piles of gold, 
very close to each other. Aside 
from two piles of gold near 
each starting position, these 
piles are the map's only gold 
resources. The map also con- 
tains a few very small bodies of 
water that sometimes contain 
shore fish. 


Map 2-8. Typical Gold Rush Map 
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The Gold Rush map involves a struggle for control over the gold at the center. 
Civilizations that can strike an equal balance between offense and defense on land have 
an advantage on this map; naval bonuses are useless. It's also fairly easy to wall in your ~ 
starting position. 

The most obvious strategy here is to gain control of the gold piles as soon as you can. _ 
The safest way to do this is to construct a Castle with supporting units and Towers, in the - 
Castle Age, within reach of the piles. Expect the enemy to attack with Onagers or | 
Trebuchets, and keep several mobile Knights or Archers ready to defend. 


Fig. 2-5. Several piles of gold lie within just a few tiles of: 
on a Gold Rush map. | 


Civilizations best-suited to such maps include Teutons, Byzantines, and 
Franks. The Teutons’ defensive and offensive bonuses are well-balanced on — 
land. They should have no trouble capturing and holding the gold piles 
once they've build some garrisoned Towers and a Castle in range. The 
Byzantines’ cheap counterunits make them ideal for defending the gold. 
The Franks' cheaper Castles mean they can construct two Castles more 
quickly than anyone else. 
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Highlands 


The Highlands map is a balanced land-based map. 
It contains small patches of forest and numerous 
hills and cliffs. Usually, a river punctuates the 
map with several shallow crossings from one half 
to the other. 

The hills and cliffs are ideal for Archers; eleva- 
tion grants a bonus to these units. Civilizations 
with good archery units will excel here. Because 
there’s no large body of water to fight over, naval 
civilizations won't utilize their bonuses fully. 

Walling in your area can be difficult. Instead, build Palisades where the shallows connect 
to your land, using the river as the boundary. Against a player who's walled the shallows, 
build a Dock and sneak over a few Villagers on a Transport. Watch out for players who may 
try this against you. Build archery-based units and always attack from ele- 
vated positions. Units move. slower up inclines, so infantry will take longer 
to close. 

Ideal civilizations on such maps include Britons and Mongols. Briton 
Archers and Longbowmen have few competitors on Highland maps when 
attacking from a higher position. The Mongols' bonus to Cavalry Archers 
makes them powerful opponents when they position their units on 
an elevation. 


Map 2-9. Typical Highlands Map 


Islands 


The Islands map contains a 
midsized to large island for 
every player. Several smaller 
islands exist, as well, and some 
of them will hold up to three 
piles of gold. 

Playing an Islands map means 
you must build ships to attack 
your opponent. The sea is also a great food source, but you'll need to pro- 
tect your investment (Fishing Boats). 


Map 2-10. Typical Islands Map 
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Players can acquire a false sense of security on an Island map. Often they assume their 
island is impervious to a rush in the Feudal Age. A good way to defeat such players is to- 
load a Transport with a Villager or two and a few military units and land quickly on their 
islands before they can construct a defending navy. If you do land on an opponent's island, 
attack the Lumberjacks first: they provide the wood it takes to construct a navy. 

Civilizations well-suited to this type of map include: 


* Vikings 
* Saracens 
e Persians 


e Japanese 


Vikings are your best bet for hopping from island to island and establishing yourself as 
king of the seas. The Saracen's naval bonus makes them ideal for conducting a Feudal 
Age rush, using their large Transports when your opponent won't expect it. The Persian 
Docks' increased production rate helps them populate the seas with ships 
faster than anyone else. The Japanese profit from the seas economically. 
They must work hard to protect their ships against other strong 
naval civilizations. 


Mediterranean 


The Mediterranean map is; 
almost identical to the Baltic — 
one, except the center lake is — 
larger and there are fewer inlets. — 
Refer to the Baltic map section 
for strategies and civilizations — 
most suited to this type of map. — 


Map 2-11. Typical Mediterranean Map 
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Rivers 


The Rivers map is similar to the Coastal map, but 
it features several more rivers. Refer to the Coastal 
section for more on strategies and ideal civiliza- 
tions for this map. 


Team Islands 


The Team Islands map is identical to the Islands 
map, except players on the same team share an 
island and there are fewer (if any) small, unclaimed islands. 

. You and your teammate should try to pick complementary civilizations. If one player 

: pide a strong naval civilization, for example, the other should pick a civilization good for 
economy and defending or 
mounting an attack. 

It’s much easier to build a 
Wonder and defend it on 
a Team Islands map, because 
both players protect only 
one local coastline against 
enemy invasion. Refer to 
the team section or islands 
for other strategies. 


Map 2-12. Typical Rivers Map 


Migration 
(Multiplayer Only) 


Migration maps, available only 
in multiplayer games, start each 
player on his or her own small 


Map 2-14. Typical Migration Map 
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island, with one large island in the center of the map. Every starting island has one gold and 
one stone pile. This means players must land on the large, shared island to survive. The. __ 
middle island resembles a slightly less-barren Arabia map. You'll find no wolves there. 


Crater Lake (Multiplayer Only) 


Crater Lake is similar to the Mediterranean and 
Baltic maps, except an island lies in the middle of 
the lake. The island holds most of the map's gold, 
in three piles. The island's eight wolves discour- 
age dropping off an unguarded Villager or two. 


Map 2-15. Typical Crater Lake Map 


Ages 


The Age of Kings spans four distinct ages. You'll begin in the Dark Age and 
progress into the Imperial Age by game’s end. Throughout this journey, 
you'll acquire access to new and exciting units and technologies. Many The 
Age of Kings civilization bonuses increase as the ages progress. T hus, each ~ 
of the 13 civilizations becomes more distinctive as the game moves for- 
ward. Game action, on the defense and preoccupied with empire-building 
in the Dark Age, becomes an all-out military slugfest in the Imperial Age. - 


Dark Age 


The Dark Age is considered the empire-building age. Besides the initial 
Scout, the only military you have are weak Militia. Don’t worry about fight- 
ing during this age. Garrisoning Villagers will defeat even the strongest 
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Dark Age attack. Concentrate, instead, on building a powerful economy that will fuel your 
empire for ages to come. 


Feudal Age 


The game gets interesting, militarily, in the Feudal Age, with the increased power of Infantry 
and the addition of ranged units. You’ll gain access to the first combat boat, the Galley. 
Defense still retains the advantage. Clever players can use both Stone Walls and Towers to 
stop most Feudal attacks dead in their tracks. 
: Numerous upgrades become available in this age to enhance your economic output. You 
. can increase your wood-chopping, Villager speeds, and much more! 

You must play the Feudal Age more cautiously than you did the Dark Age, because the 
potential for enemy attacks is greater. 


> Castle di 


Loan units and siege weapons force defensive, economy-minded Hle 
ers to leave their shells and begin fighting on the battlefield. Monks debut 
during this age, as well. Unlike their Age of Empires counterparts, these 
holy men needn't wait until the fourth age to begin converting buildings. 
. Once you've researched redemption technology, they can begin trans- 
orming enemy towns right away. 

| Ofthe many upgrades and new units available during the Castle Age, 

/ the most noticeable is the Castle itself. This is an enormous defensive out- 
post that produces the unique unit of each civilization. Each unique unit 
brings a particular strength to the table. Two examples of unique units 

a zataphract and Longbowmen. Briton Longbowmen vastly outrange 
other archers, and Byzantine Cataphracts have no equal when it comes to 
slaughtering infantry. Bypassing Castle construction usually makes for a 
weaker, easily countered army in the long run. 


mperial Age 


= The Imperial Age completes the offensive shift that's been taking place 
all game. Creating and using military units should be your primary 
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occupation during this final age. Imperial Age units are very strong and Bombard Siege units - D 
come into play for the first time. The Trebuchet and Bombard Cannon can demolish enemy 
buildings from a safe distance. Without enough troops to overcome enemy forces, these — 
weapons will lay waste to your entire town! - s 

Gunpowder units also arrive during the Imperial Age. These have strong attacking attrib- 
utes, but lack armor and hit points. They make good support units, but are easily countered | 
on their own. 

Remember to take the offensive during the Imperial Age. There's no perfect defensive | 
setup that can counter all the unique Imperial Age units. 


Unit Sheets 


Barracks Units 


Hotkey Unit Age Cost Build Rsrch Cost - Upgrades Fire 
Time & Time Unit : 


Militia 60F, 20G 


60F, 20G 


Man-at-Arms 100F, 40G, 40 e 
200F, 656,445. 
300F, 100G, 1315 - 


750F, 350G, 1:40 


Longswordsman 


Two-handed Swordsman 


Champion 


Spearman 35F, 25W 


Pikeman 35F, 25W 215F, 90G, ‘45 
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Hit Range Special Civs w/Bonus Civs w/o Unit 


Points l 


Attack Armor 


Piercing 


TA aah wT p a = Ce!, Go», Ja’, Vi = 
‘5 MP a YO — Ce!, Go’, Ja", Vi = 
o A " Ce', Go?, Ja’, Vi! = 
0. « 7 E Ce!, Go?, Ja}, Vi Pe 

0 0 


— Ce. Go. a, vr Pe 


*15 AT vs Mounted units, 
*30 AT vs Elephants 


*22 AT vs Mounted units, By Tu 
*47 AT vs Elephants 


0 


Celt MR +15%. | 
: h cost -10% Feudal, -15% Castle, -25% Imperial, +1 AT vs buildings. 
—. 3Japanese FR +10% Feudal, +15% Castle, +20% Imperial. 
‘Viking HP +10% Feudal, +15% Castle, +20% Imperial. 
~ > Byzantine cost -25%. 
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Archery Ranged Units a 

Hotkey Unit Age Cost Build Rsrch Cost Upgrades Fire Movement Line of 
Time & Time Unit Rate Rate Sight —— 

A Archer F | 25W, 45G :20 — — 2 1 a 

A Crossbowman C 25W, 45G :20 125F, 75G, :35 Archer 2 1 7 

A Arbalest I 25W, 45G :20  350F, 300G, :50 Crossbowman 2 1 : 7 

C Cavalry Archer C 40W, 70G 225. — — 2.1 1.5 5 

Ç Heavy Cavalry Archer I 40W, 70G :25  900F, 500G, :50 Cavalry Archer 2:1 d 6 

E Hand Cannoneer I 45F, 50G :25  450F, 200G, :50 — 23 1 9 

R Skirmisher F 25F, 35W 16 — — 2) 1 6 

R Elite Skirmisher C | 25B 35W i 250W, 160G, :50 Skirmisher 3 1 7 

Stable Units 

Hotkey Unit Age Cost Build Rsrch Cost Upgrades Fire Movement Line of 
Time & Time Unit Rate Rate Sight 

T Scout Cavalry F 80F "25 — — 2 12 4 

T Light Cavalry C 80F 23 150F, 50G, 1:05 Scout Cavalry 2 L5 fup 

N Knight C | 60F 75G 23 — — 2 1.4 4 | 

N Cavalier C 60F, 75G 23 300F, 300G, 1:40. Knight 2 14 n : 

N Paladin I 60F, 75G :23 1250F, 550G, 2:50 Cavalier 2 1.4 5 | 

G Camel 5 55F, 60G (22 — — à 14 4 

C Heavy Camel I 55F, 60G :22. 325F, 360G, :30 Camel 2 1.4 5 

Siege Workshop Units 

Hotkey Unit Age Cost Build ^ Rsrch Cost Upgrades Fire Movement Line of 
Time & Time Unit Rate | Rate Sight 

Mangonel C 160W, 135G 4 — -= G 05 9 
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Hit Attack Armor Piercing Range Special Civs w/Bonus Civs w/o Unit 
Points Armor 

30 4 0 0 4 — BP, Sa? — 

35 5 0 0 5 — Br, Sa? — 

40 6 0 0 5 — Br!, Sa? Ce, Fr, Go, Pe, Te, Tu 
= 5 6 0 0 3 = Mo’, Sa‘ — 

60 7 1 0 4 — Mo, Sa‘ Te, Vi 

35 17 0 0 7 Requires Chemistry Tu’ Br, Ce, Ch, Mo, Vi 

30 2 0 3 4 +3 PT vs Archers Być — 

35 3 0 4 5 +4 PT vs Archers By? Tu 


! Britons *1 RA Castle, *2 RA Imperial. 

* Saracens Team Bonus +1 PT vs Buildings. 

* Mongols +20% FR Cavalry Archers. 

* Saracens +3 PT vs Buildings. 

* Turks -5096 Cost and Research Cost, +50% HP; Team bonus -20% BT 
* Byzantines -2596 Cost. 


Hit Attack Armor Piercing Range Special Civs w/Bonus Civs w/o Unit 
Points Armor 
45 3 0 2 0 *2 LOS per age Mo! — 
60 Y 0 à 0 +2 LOS per age Mo” Te; Tu 
100 10 1 1 0 — Fr, pe — 
120 12 2 2 0 — Fi Pe Sa 
. 160 14 2 3 0 — Fr’, Pe‘ Br, Ch, Go, Ja, Mo, Sa, Tu, Vi 
100 5 0 0 0 *10 AT vs Mounted By? Br, Ce, Fr Go, Ja, Te, Vi 
units/Elephants 
120 7 0 0 0 *18 AT vs Mounted By? Br, Ce, Fr, Go, Ja, Te, Vi 
: units/Elephants 


"Mongols Team bonus +2 LOS. 

? Mongols +30% HP. 

* Franks +20% HP. 

* Persians Team bonus *2 AT vs archers. 
* Byzantines -2596 Cost. 


Hit Attack Armor Piercing Range Special Civs w/Bonus Civs w/o Unit 
Points Armor 
50 40 0 6 7 Area damage; +32 AT wall/bld Ce — 
- 00 50 0 7 8 Area damage; *34 AT wall/bld Ce Tu 
70 75 0 8 8 Area damage; +160 AT wall/bld Ce Br, By, Ch, Fr, Go, Ja, Pe, Tu, Vi 
40 12 0 6 4 Area damage Ce — 
50 16 0 7 6 Area Damage Ce Br, By, Sa 
175 2 0 180 0 *125 AT vs wall/bld Ce — 
200 3 0 190 0 +150 AT vs wall/bld Ge -— 
270 4 0 195 0 +200 AT vs wall/bld Ce Br, Fr, Go, Ja, Te 
50 50 2 5 11 +150 AT vs wall/bld; Min RA=4 Ti? Br, Ce, Ch, Ja, Mo, Vi 


! Celts -2096 FR. 
> Turks +50% HP; -50% Research cost; Team bonus -20% BT. 
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Towers, Walls, and Gates 


Hotkey Unit Age Cost Build Rsrch Cost Upgrades Fire Line of 
Time & Time Unit Rate Sight 
Q Outpost D 25W, 258 15 = — — 4 
T Watch Tower F 1255 :50 — — 2 10 
T Guard Tower C 1255 :50 100F, 2508, :30 Watch Tower 2 10 
4 Keep I 1258 :50 300F, 600S, 1:15 Guard Tower 2 10 
i] Bombard Tower I 1258, 100G 1:20 800F, 400S, 1:00 = 6 10 
P Palisade Wall D 2W :05 — — — 2 
W Stone Wall F 58 :08 — — — 2 
W Fortified Wall C 58 :08 200F, 100S, :40 Stone Wall — 2 
/ Gate F 30S :30 — = ipe 3 
Buildings 
Building Select Create Age Cost Build Fire Line of 
Hotkey Hotkey Time Rate Sight 
Barracks (Ctrl }+(6] (vB) D 175W :50 — 5 
Dock (Ctrl }+(D] (B}+(D) D 150W :30 E 5 
Farm — (B}+(F) D 60W :15 — 0 
House — (BHE) D 10W :08 — 2 
Lumber Camp (Ctrl }+(Z} DLA D 100W 35 — 6 
Mill (Ctrl )«(1) (BHU) D 100W 25 — 
Mining Camp (Ct J«(G) (B}+(G) D 100W 35 — Ó 
Archery Range (Ctrl }+(A] (vA) F 175W 50 — 5 
Blacksmith (Ctrl }+(S] (B}+(S) F 175W :40 — 5 
Fish Trap — R F 100W 53 ges 1 
Market (Ctrl }+(M) (B}+(M) F 175W 1:00 — 5 
Stable (Ct J«(L) (vL) F 175W :50 — 5 
Castle (Ctrl J&(v) (VV) C 6508 2:30 1.5 ? 
Monastery (Ctrl }+(Y} (B}(Y] Ç 200W :30 -— 5 
Siege Workshop (Ctr J«(K) (V (K) C 200W 40 — 5 
Town Center or (Ctrl }+(N) (B}+(N) C 275W 1:20 2 5 
University (Ctrl }+(U) (B}+(U) € 200W 1:00 — 5 
Wonder — (B}+(O) I 1,000WSG 58:23 — 6 


Multiple Town Centers aren't allowed until the Castle Age. 

Feudal Age adds +1 AR and +1 PA to all buildings except the Farm. 

Castle Age adds +1 AR and +1 PA to all buildings except the Farm and Fish Trap. 

Imperial Age adds +1 AR and +1 PA to all buildings except the Farm, Fish Trap, and Siege Workshop. 
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Hit Attack Armor Piercing Range Special Civs w/Bonus Civs w/o Unit 
Points Armor 

500 — 0 0 0 — -— — 

1020 5 1 5 8 GA: 5; Min RA=2 Te — 

1500 6 2 6 8 GA: 5; Min RA=2 Te Go 

2220 7 3 7 8 GA: 5; Min RA=2 Te Fr, Go, Mo, Pe, Vi 

2220 120 32 7 8 GA: 5; Min RA=2 — Br, Ce, Fr, Go, Ja, Mo, Pe, Sa, Vi 

250 — 2 2 — — — -—— 

1800 — 8 8 — — — Go 

3000 -— 12 12 — — — Go, Pe 

4000 — 10 10 0 — — Go 


Y Teutons 10 GA; 2X GA arrows. 


Hit Attack Armor Piercing Range Garrison Prerequisite Civs w/Bonus 
Points Armor 

1200 — 0 5 — 10 created units — — 
1800 — 0 5 — 10 created units a — 
- 480 — 0 0 = — Mill = 
900 — 0 5 = — — — 
1200 — 0 5 m = — — 
1200 - 0 5 m = - € 
~ 1200 —— 0 5 = = = = 
— 1500 — 1 6 — 10 created units Barracks — 
2100 — 1 6 — — — — 
"50 — 0 0" = - = == 
.. 2100 —- 1 6 — — Mill — 
= 1500 — 1 O = 10 created units Barracks — 
-- de 11 8 11 8 20 units ES ES 
2100 — 2 7 — 10 created units — — 
2100 — 2 7 = 10 created units Blacksmith — 
2400 4 2 7 6 15 units — Te' 
4100 — 2 y — — — — 
~ W — 5 7 — — = = 


=~ ' Teutons +2 AT, +5 RA 


2 


Age Cost Build Rsrch Cost Upgrades Fire Movement ~ 


Time & Time Unit Rate Rae — 

R Trebuchet (packed) I 200W, 200G :50 —— — — E MR 
— Trebuchet (unpacked) — I — — — — 6 — 
T Longbowman C 35W, 40G :19 — — 2 1 
T Elite Longbowman I 35W, 40G :19 850F, 850G, 1:00 Longbowman 2 T : 
T Cataphract C 70F, 75G :23 = = 26. iá 
T Elite Cataphract I 70F, 75G Y 1600F, 800G, :50 Cataphract 2 ! 1 
T Woad Raider C 65F, 25G :16 — — 2 1 
T Elite Woad Raider I 65F, 25G 16 1000F, 800G, :45 Woad Raider 2 1 
T Chu Ko Nu C 40W, 35G 19 = = 4 1 
T Elite Chu Ko Nu I 40W, 35G :13 760F, 760G, :50 Chu Ko Nu 4 1 
T Throwing Axeman C 55F, 25G Ni — : — 2 0.9 
T Elite Throwing Axeman I 55E, 25G a7 1000F, 850G, :45 Throwing Axeman 2 . 0.9 
T Huskarl C 68F, 34G :26 X : | — 2 0.9 

(60F, 30G in Imp) : C : 
T Elite Huskarl I 60F, 30G 16 1200F, 550G, :40  —Huskarl 2 09. 
T Samurai C 60F, 30G :16 cm j pe à 0.9 
T Elite Samurai I 60F, 30G 16 950F, 875G, 1:00 Samurai 2 0.9 
T Manguoai C 55W, 65G :21 -- | 2 15 
ji Elite Manguoai I 55W, 65G 21 1100F, 675G,:50 .Manguoai 2 5 
T War Elephant C 200F, 75G 31 = "T al 2 04 
T Elite War Elephant — 1 200F, 75G 31  1600F, 1200G, 15 War Elephant 2 um 
T Mameluke C 55F, 85G 23 m Po ë "HS 
T Elite Mameluke l 55F, 85G 23 |  6QOF, 500G, 50 “Mameluke 2 15 
T Teutonic Knight C 85F, 40G 19 Ln — ,. "M o7 
T Elite Teutonic Knight I 85F, 40G :19 1200F, 600G, S0 Teutonic Knight 2 07. 
T Janissary C 60F, 55G :17 — "c: - ~ . p 4 ID - 
T Elite Janissary 60F, 55G 21 850F, 750G, :55 “Janissary —— 4 E 
T Bezerk s 65F, 25G 16 zs TM 2 09 
T Elite Bezerk I 65F, 25G :16 1300F, 550G, :45 - Bezerk 2 | 0.9 
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Line of Hit Attack Armor Piercing Range Special Civs w/ Unit 
Sight Points Armor 

18 150 -— 2 8 — (O) Unpack :11 All 
18 150 200 1 150 16 +250 AT wall/bld; min RA=4 All 
7 23 6 0 0 5 = Br 
8 40 7 0 1 6 — Br 
4 110 9 2 1 0 +9 vs infantry By 
5 150 12 2 1 0 +12 vs Infantry By 
3 65 8 0 0 0 *2 vs buildings Ce 
5 80 13 0 0 0 *3 vs buildings Ge 
6 45 8 0 0 4 Fires multiple arrows Ch 
6 50 8 0 0 4 Fires multiple arrows Ch 
3 50 4 0 0 3 +1 vs buildings Fr 
6 T 8 1 0 4 *2 vs buildings Fr 
3 60 10 0 4 0 *2 vs buildings; *3 vs Archers Go 
5 70. 12 0 6 0 +3 vs buildings; +4 vs Archers Go 
4 60 8 1 0 0 +2 vs buildings; +5 vs other Unique Units Ja 
5 80 12 1 0 0  *3 vs buildings; +6 vs other Unique Units ja 
6 60 6 0 0 4 +6 vs Siege Mo 
6 60 8 1 0 4 +6 vs Siege Mo 
4 450 15 1 2 0 Pe 
5 600 : 20 1 5 0 Trample Damage; +10 AT vs buildings Pe 
5 65 | 7 0 0 3 +9 vs Mounted Units/Elephants Sa 
3 80 10 1 0 3 *12 vs Mounted Units/Elephants Sa 
3 cy 12 5 2 0 +4 vs buildings Te 
5 s: 100. 17 10 2 0 +4 vs buildings Te 
10 rs 15 1 0 8 — Tu 
10 60 18 2 0 8 ze Tu 

57 9 0 0 0 *2 vs buildings Vi 

72 14 2 0 0 *3 vs buildings Vi 
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r4 ] 
Dock Units 


Hotkey Unit Age Cost Build Rsrch Cost Upgrades Fire 
Time & Time Unit Rate 
F Fishing Ship D 75W :40 — = ai 
T Trade Cog F 100W, 50G :36 — — : = 
P Transport Ship F 125W 45 — — — 
A Galley F 90W, 30G :36 — = aw 
A War Galley C 90W, 30G :36 230F, 100G, :50 Galley 3 — 
A Galleon I 90W, 30G :36 400F, 315W, 1:05 War Galley 3 
R Fire Ship b 75W, 45G :36 — — 0.7 
R Fast Fire Ship I 75W, 45G :36 (War Galley), 280W, 250G, :50 Fire Ship 0.7 
D Demolition Ship C 70W, 50G SH — — — 
D Heavy Demolition Ship I 70W, 50G :31 (War Galley), 200W, 300G, :50 Demolition Ship — 
C Cannon Galleon I 200W, 150G :46 (Chemistry), 400F, 500W, :50 — 10 
C Elite Cannon Galleon I 200W, 150G :46 525W, 500G, :30 Cannon Galleon 10 
L Longboat (Viking) C 80W, 40G ‘41 — = 3 
L Elite Longboat (Viking) I 80W, 40G ‘41 750F, 475G, 1:00 Longboat 3 


Naval Guide 


Fighting on the high seas has become more complex in The Age of Kings. 
The winner is no longer the player who chops the most wood. Instead, — 
you must plan a navy thoughtfully. The game features a plethora of — 
new boats that have a variety of strengths and weaknesses. The 
rock-paper-scissors balance applies to naval units, as well. 


Galleys 


The Galley is the standard warship and usually makes up the bulk of your 
fleet. It upgrades to the War Galley in the Castle Age and to the Galleon in 
the Imperial Age. This line of ships is extremely vulnerable to enemy Fire 
Ships, with their quick rate of fire. A healthy Galley will survive one blast 
from explosion ships, making them perfect counters for Demolition Ships. 
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Movement Line of Hit Attack Armor Piercing Range Special Civs w/Bonus Civs w/o Unit 

Rate Sight Points Armor 

13 5 60 — 0 4 — — = — 

1.3 6 80 — 0 6 — — E -— 

1.4 5 100 — 4 8 c GA: 5 Şa! — 

1.4 7 120 6 0 6 5 m Sd. VP — 

1.4 8 135 7 0 6 6 -= Sa?, Vi? — 

1.4 9 165 8 0 8 p — 52", VP — 

13 5 100 2 0 6 2 — By‘ Vi 

1.4 6 120 3 0 8 2 — By? Ce, Ch, Sa, Tu, Vi 
1.6 6 50 110 0 3 0 — Che, Vi — 

1.6 5 60 140 0 5 0 — Chî, Vi? Ja 

14 15 120. = 35 0 6 13 = Tut Ve Br 

Ti 17 150 45 0 8 15 — Tu’, Vi? Br, Ce, Ch, Fr, Go, Te 
15 8 130 "ih »0 6 6 — — All but Vi 

15 9 160 8 3 8 7 — -— All but Vi 


. ‘Saracens 2X HP, 2X GA “apadtjı 
-Saracens -20% FR. 
"Vikings cost -20%. 
“Byzantines +20% AT. 
‘Chinese +50% HP. ts 
Turks -50% Research Cost; +50% HP. 


Fire Ships 
Fire Ships shoot constant streams of flame at their targets. The Fire Ship 
upgrades to the Fast Fire Ship in the Imperial Age. Its damage per shot 
_ pales compared to that of the Galley ships, but its rate of fire is constant. 
Fire Ships dominate Galleys as a result. 

They can’t inflict enough damage to 
Demolition Ships before they impact, how- 
ever. Attack enemy Galleys with Fire Ships 
while avoiding their Demolition Ships. 


Demolition Ships 
- Demolition Ships are vessels filled with 
. explosives, designed to ram enemy fleets, 
_ detonate, and destroy multiple ships in the 
process. Demolition Ships can destroy Fire 
Ships in one blast, making them primary 


Fig. 2-6. Killing three birds with 
one stone 
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targets. Try to aim into the midst of an enemy fleet to ensure the explosion destroys 
multiple ships. 


Cannon Galley 


The Cannon Galley and Elite Cannon Galley, like Age of Empiress Catapult Triremes, are 
useful to counter offshore bombardment. And like other gunpowder units, they have a mini- 
mum attack range. Fire Ships, or Demolition Ships, that get close enough can demolish an 
entire army of Cannon Galleys with few losses. This powerful ship does offer good support 
for an established fleet, however. Just make sure to keep the Cannon Galleys in the back, - 
away from enemy fire. 


Castle Units 


Hotkey Unit Age Cost Build Rsrch Cost Upgrades Fire Movement 
Time & Time Unit Rate Rate 

R Trebuchet (packed) I 200W, 200G :50 — — — MR , 

— Trebuchet (unpacked) I — — — — 6 — 00 

T Longbowman C 35W, 40G :19 — : — 2 1 

T Elite Longbowman I 35W, 40G :19 850F, 850G, 1:00. Longbowman 2 1 

T Cataphract C C 70F, 75G :23 — "ud — 2 14 = 

T Elite Cataphract I 70F, 75G :23 1,600F, 800G, :50 Cataphract 2 1 

T Woad Raider C 65F, 25G :16 — Mm |o 2 = 

T Elite Woad Raider I 65F, 25G :16  1,000F, 800G, :45 Woad Raidet — 2. 1 

T Chu Ko Nu C 40W, 35G :19 -— — a 1 

T Elite Chu Ko Nu I 40W, 35G :13 760F, 760G, :50 .Chu Ko Nu 4d N 

T Throwing Axeman C 55F, 25G TE -— - —_ 2 | 09. 

T Elite Throwing Axeman I 55F, 25G :17 1000F, 850G, :45 Throwing Axeman 2 "09 — 

T Huskarl C .68F, 34G (60F, | : - W 
30G in Imp) :26 — NK. A 0.9 

T Elite Huskarl I 60F, 30G :16 1200E,550G,:40 ^ .  Huskad §=§= 2 09 

T Samurai C 60F, 30G :16 | =~ o =m 2 09 

T Elite Samurai I 60F, 30G :16 950F, 875G, 1:00 ~ Samurai 2 09 — 

T Manguoai e 55W, 65G :21 — | 5.7 — 1. 2 d5 — 

T Elite Manguoai I 55W, 65G at 1,100F, 675G, :50  Manguoai . 2 15 

T War Elephant C 200F, 75G 31 — = — 2 06 

T Elite War Elephant I < 200F, 75G :31 1,600F,1,200G, 1:15 War Blephant 2 0.6. 

T Mameluke C 55F, 85G :25 — = 2 15 

‘i Elite Mameluke I 55F, 85G :23 600F, 500G, :50 _ Mameluke 2 15 

T Teutonic Knight C 85F, 40G :19 = — : 2 or 

T Elite Teutonic Knight I 85F, 40G :19. 1,200F, 600G, :50 Teutonic Knight 2 07 

T Janissary C 60F, 55G :17 — — © 4 i 

T Elite Janissary I 60F, 55G 21 850F, 750G, 155 Janissary 4 1 

T Berzerk C 65F, 25G :16 — = 2 0.9 

T Elite Bezerk I 65F, 25G :16 1,300F, 550G, :45 . Bezerk 2 0.9 
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Longboat 


The Longboat, a slightly stronger version of the Galley, becomes available to the Vikings 
only after they construct a Castle. They're vulnerable to armadas composed mostly of Fire 
Ships, but can defeat Galleys and Demolition Ships. 


e of Hit Attack | Armor Piercing Range Special Civs w/Unit 


Sight Points . Armor 

iB 150 = 2[ 8 — (O) Unpack :11 All 
18 150 200 1 150 16 +250 AT wall/bld; min RA=4 All 
7 >’ 6 0. 0 5 — Br 
E 40. à Ue 1 6 —- Br 
4 110 -3 2 1 0 +9 vs Infantry By 
| 5 150 12 2 1 0 *12 vs Infantry By 
^ 3 : 65 8 QO. 0 0 *2 vs buildings Ge 
| 5 80 13 0 0 0 *3 vs buildings Ce 
6 45 8 0 0 4 Fires multiple arrows Ch 
>) 8 0 0 4 Fires multiple arrows Ch 
| 0 co 3 +1 vs buildings Fr 
1 0 4 +2 vs buildings Fr 
3 60. 0 0 4 0 *2 vs buildings; *3 vs Archers Go 
5 70. 2 0 6 0 +3 vs buildings; +4 vs Archers Go 
l 0 O  -*2 vs buildings; +5 vs other Unique Units Ja 
1. 0 O0  *3 vs buildings; +6 vs other Unique Units Ja 
0 0 4 +6 vs Siege Mo 
1 0 4 *6 vs Siege Mo 
15 1 2 0 — Pe 
20 i 3 0 Trample Damage; *10 AT vs buildings Pe 
"i 0o 0 3 *9 vs Mounted Units/Elephants Sa 

1 0 3 +12 vs Mounted Units/Elephants 
5 2 0 +4 vs buildings Te 
17 10 2 0 +4 vs buildings Te 
15 1 0 8 — Tu 
18 2 0 8 — Tu 
9 0 0 0 *2 vs buildings Vi 
14 2 0 0 *3 vs buildings Vi 
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jj 
Victory Conditions 


Conquest Victory 


Conquest victory is just what you'd expect from an RTS game. In a nutshell, your objective E 
is to track down all enemy units and structures and destroy them. Although Conquest - 
Victory involves plenty of strategizing, the endgame is always the same: one side's units E ON 
beat to a pulp by the other side's. ^ 


Standard Victory Conditions 


Once you've mastered the art of Conquest, try winning under The Age of Kingss other victo- 
ry conditions. In online multiplayer games, playing for a Standard rather than. Conquest win 
increases your strategic options. For example, before you decide to build a Wonder, you 
must calculate carefully the potential. loss to your military of spending the 
resources. Weigh that against the impact the Wonder will have on the 
enemy: your opponent must react or face certain defeat. Building and pro- 
tecting a Wonder is an exciting multiplayer option, with both sides furious- ; 
ly fighting to the last blow as the clock counts down. 


Winning with a Wonder m. 


When you reach the Imperial Age, you ! 
Wonder of the World. Each civilization gets a differ 
artwork) but all function the same: once you've finis ed buil 
Wonder, the enemy has 200—400 years, depending on how may p 
in the game, to destroy it. The more players, the longer you 
the enemy fails to destroy it within that time, you | 
succeeds, you don’t lose automatically, but it's ofte 
renders you vulnerable to the enemy’ s now-massive a 
the strategic initiative to crush you. 9m 
Wonders cost 1,000 wood, 1,000 stone, and 1 000 gold. Agh 
wood is often plentiful, the cost in stone and gold can be prohibitively 
expensive. In Age of Empires, stone was less valuable than it is in The Age 
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of Kings, so Wonders were more common. In The Age of Kings, you must balance a Castle- 
and-a-halfs worth of stone and many elite units’ worth of gold against the value of the 
Wonder. It's not a decision to make lightly. 

When should you construct a Wonder? The simple answer is, "Whenever you think it will 
help you win." You may far outnumber an enemy who has a strong defensive position, for 
example. Rather than bash against your foe's walls, you might prefer to build a Wonder in 
your lands to force the other side to come out and fight. Or perhaps you feel the tide is 
turning against you and, given enough time, the enemy will crush you. Building a Wonder 
forces the enemy to change gears and attack sooner than planned. 

In team games, “Wondering” can be a viable strategy if you end up in the corner (or “in 
the pocket”), protected by allies on both sides. You can build the Wonder while your allies 
focus on walls, Towers and a defensive army. This is a great way to win as a team. 

_ If you've decided to Wonder, you must consider a few preliminaries. First, check the 
Objectives button to make sure the game is set for Standard Victory conditions rather than 


_ Conquest Victory. You'll deeply regret building a Wonder in a game set for Conquest 


e "announcement. If you think it will take the enemy time to build a large 


. enemy will raid you as soon as your construction is announced, don't 


Victories. Second, you must be in the Imperial Age and you must accumulate 1,000 of 
. every resource except food. This may involve donations from allies and 
. extensive use of the market. (Consider researching “guilds” if you take 
this route.) - - 
Next, take as many of your Villagers as you can and move them to 
a defensible spot. Remember, the enemy can attack from land or sea, so 
an inland spot a little closer to the front lines is better than a coastal nook 
: in the corner, where a few Cannon Galleons can destroy your Wonder 
in seconds. - - 
. You may want to -— a few walls and Towers, or construct the 
Wonder first and then build walls around it. This decision hinges on how 
quickly you think the enemy will react when the game makes its 


- army, you probably can afford to start the Wonder right away and use all 
your Villagers to finish it before building the walls. If you think the 


= the Wonder until the bulwarks are in place. 

: - . Wonders take a very long time to build, and the victory clock doesn't 
E start ticking until you're finished. Don't skimp on the number of builders 
_ you assign. If you feel you can't afford the economic slowdown 
that results from having too many Villagers building the Wonder, and 

you have no allies or can't rely on them, building the Wonder may 

be premature. 
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The key is to construct your Wonder as fast as you can once the announcement is made 
that you've begun. A dozen Villagers constructing the Wonder isn't enough; you need many 
more. In fact, when you hear that an enemy has begun a Wonder, it's good strategy to start 
one yourself (if you can). If you use more Villagers than the enemy, you may finish first. 

As soon as you begin constructing a Wonder, players will be alerted to it and a ‘W’ will 
appear next to your name on the score display in the lower-right corner. The fog of war — 
around your Wonder will lift (even for players who haven't explored that area). You become 
a target automatically before you're even done. When you've completed your Wonder, the 
clock appears for all to see and starts ticking down. 

At this point, you need only protect the Wonder to win. It's wise to keep many Villagers 
near the Wonder to perform rapid repair work should the enemy breach your defenses. It's 
even wiser to build a strong set of defenses (walls, Towers, and defensive Trebuchets) and a - 
mobile army. Fast troops, such as Knights, can quickly respond quickly and vigorously to 
any threat. 

Often the enemy will try to amass an overwhelming force, rather than send in small 
forces piecemeal. Never assume a lack of activity as the clock is ticking means the enemy 
has given up hope. If you have a coastline, build a navy and watch for 
Transports. Keep throwing up impediments—walls, towers, even Town 
Centers (garrison them and they act like tough Towers). You must do 
everything you can to keep the enemy from getting close enough to your 
Wonder to inflict damage. If they do get close enough, your army must 
eliminate the threat before it destroys the Wonder. Your y i musi pio- 
long its life by repairing it even under fire. es 

Byzantium is a good civilization to choose if you plan to build ab £6 
Wonder. Byzantium gets a quick boost in the Imperial Age, so often you'r Te 
in a position to build a Wonder quickly. Byzantium’s ext ra-strong buildings 
result in long-lasting Towers and walls. Each Byzantium Town Center slows : 
the enemy further, and the Wonder itself will hold out longer. 

The University's access to technologies make winning by Wonder easi- a 
er; Masonry and Architecture make for tougher buildings. Treadmill Grane 
increases construction speed for all buildings, Wonder included. Siege 
Engineers will give your Trebuchets a little more power for turning back 
invaders. Consider all these technologies prior to Wondering or immediate- 
ly after you begin construction. | 

As the clock ticks down, Wonder games often build to a massive cli- 
max. Winning such a game, or thwarting your enemies’ efforts to win, is a 
real rush. It makes all the hard work worthwhile. 
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Winning with Relics 


Winning with Relics is similar to winning with a Wonder, in that, once you've gathered all 
the Relics, the enemy has a fixed amount of time to respond or you'll win. With a Wonder, 
the enemy must destroy the Wonder within 200—400 years. With a Relic, the enemy has 
200—400 years to wrest at least one Relic from you. 

Relics are the shiny white-and-gold items scattered about the map. As you lift the fog of 
war, Relics appear as white dots on your minimap. Only Monks can move a Relic, and 
when a Monk holds one, he can't perform his normal functions of healing and converting; 
thus, he's extremely vulnerable. When a Relic is placed in a Monastery, it earns gold for the 
player who owns the Monastery at about the rate of one hard-working Villager. There are 
always five Relics in the game, and they're generally well-distributed around the map. 

ee |. [o win by holding all the Relics, you must advance relatively quickly 

| to the Castle age (when you can built the Monks you need to gather 
| them). The Random Map Generator attempts to distribute the Relics 
evenly across the map, so often half will lie close to your team's vil- 
lages. Sometimes it takes longer for the enemy to 
arrive at the Castle Age, however, or they simply 
neglect the Relics. In this case, it’s sometimes easy to 
Fig. 2-7. Gather and transport a Monk to the enemy via the sea or to 
defend all the Relics Construct a Monastery nearby to grab a Relic. 
twin the game. Once your team has all five Relics in Monasteries 
y 
your enemies will be informed that you've collected the complete set and 
the clock will begin ticking down. As with a Wonder, the game will dis- 
play all the Monasteries containing Relics, and tag the players who hold 
the Relics with an R.” 

When you start gathering Relics, only an astute enemy will know. 
When you start a Wonder, on the other hand, the enemy gets an immedi- 
ate heads-up. 

If you think you have a chance to win by holding Relics, try to gather 
them in an easy-to-defend spot, as with siting a Wonder. Make sure you're 

. able to defend them before you collect the last Relic. In fact, try to get 
the distant Relics back to your base before you grab the final one. 
. Depending on the state of the game, you may want to place the final 
Relic in a Monastery before you finish building base defenses: the clock 
begins ticking right away and it will take a little time for the enemy to 
organize an attack. For greater security, you can get all your walls up and 
then grab the last Relic. 
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Above all, never store your Relics in hard-to-defend Monasteries. If you’re feeling bold, 
don’t put any Relics in a Monastery until you have them all. This gives the enemy very little 
warning (but you'll get no gold for the Relics in the interim). 


Sneaky Tip 


When you build a Wonder, everyone on the map can see it, even if they 
haven’t explored that part of the map. Putting Relics in Monasteries lifts the 
enemy's fog of war for those Monasteries. It also reveals adjacent 
Monasteries, even those without Relics. If you plan ahead, you can create 
some uncertainty by building extra Monasteries in clusters around those 
with Relics. 

It’s easy to distinguish an empty enemy Monastery from an occupied one 
(occupied buildings, in general, fly a flag), but there’s no way to distinguish 
between a Monastery with a Monk in it and one with a Relic. 

Because the enemy can’t distinguish a Monastery with a single garrisoned 
Monk (that is, one you build with a Gathering Point set for inside the build- 
ing) from one with a single Relic, you can plant garrisoned 
Monasteries near vital Monasteries and thus force the enemy to 
destroy some of the “dummy” buildings. This strategy is some- 
times called the “Relic Funhouse.” If you have enough wood for 
the Monasteries and enough gold and time to build the extra 
Monks, you can have great fun with this trick. 


Wonder and Relic Summary 


* You can grab Relics as early as tbe Castle Age. Wonders must 
wait until the Imperial Age. 


* Relics become obvious to the yer only wben you've captured 
all five. 


* Wonders are announced to all players wben construction 
begins and again wben tbey're completed. 


* You slowly gain gold wben you bold Relics. Wonders provide no 
economic bonus. 


f > You can build a Wonder where you choose. Enemy actions have 
no direct effect. 
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tricks. If you're losing a battle, for example, it's often better to delete a 


|. If you're playing Score Victory, you might want to go for many 


. . expensive units. In a timed game, you should play the last minutes wise- 
— ly, spending every last resource you have. Remember, you can always 
-~ just kill the enemy. If your opponent is wasting resources to boost the 


Game Basics 


e Relics lie scattered evenly across tbe map. Retrieving distant Relics often 
requires you to sneak in a Monk and escape undetected, or to launch a 
massive invasion to capture an enemy Relic. 


Other Victory Conditions 


Two more victory conditions include winning by reaching a predetermined score, or by 
achieving the highest score when a game has a time limit. If you select Standard Victory, 
neither option is available; you must select them. Both rely on your score, visible after the 
game in the Achievements screen and during the game on your score display in the lower- 
right corner. 

To win these games, you should engage in activities that boost your score, including: 


* For every resource you gatber, you get 1/10 point. 


© When you spend resources you get anotber 1/10 point per resource. Hence 20 
gold gatbered is wortb 2 points but 20 gold gatbered and spent is 
wortb 4 points. 


* Every unit you kill or convert adds to your score and subtracts 
from your enemy's score. 


e Every percentage point of exploration is wortb 10 points. 


| tt simple terms, you win these games by gathering a lot of stuff, build- 
ing a lot of stuff, and killing a lot of stuff. However, there are a few 


unit than let it die to the enemy. The enemy gets no points for units you 
delete yourself. Also, timing is important. 


quick-to-build units just to boost your score, rather than more powerful, 


. Score, send in a tough army and make your foe pay! 
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Taunts 


Taunts are preprogrammed sound bites. They don't work in single-player mode, but if AN 
play against other people, you can press the Chat button (or just press (Enter) ) and then 
type a number from 1 to 30 to play a certain sound bite on everyone's computer. They can 
be amusing, occasionally useful (such as *Food. please"), and, once the novelty wears off, 
often quite annoying. If someone's using the same taunt over and over, you can type 
"Imute" to stop your machine from playing all taunts. Of course, to avoid others' reacting | 
this way to you, try to be considerate. 

The Age of Kings allows you to design your own taunts, as well, to supplement the 20. 
that come with the game. Turn your sound clip into an .mp3 file. Name it | 
##soundname.mp3, where ## is a two-digit number from 31 to 99 (you don't want to erase _ 
the original 30 that came with your game). Put the file in the pene s Taunts folder and then | 
type the number to hear your custom taunt. 

If you want others to hear the taunt, you must send them the wav file, too. This can 
cause confusion if many people have different taunts corresponding to the same number, SO 

gamers have created a set of standardized addc -on taunts 708 can get 
online. . S J Ff 

The first 30 taunts are described in the Chat r menu. Here’ s a list. 


Yes. 
No. 


Food, please. 

Wood, please. 

Gold, please. 

Stone, please. 

Ahh. 

All Hail, King of the Losers. 

Ooh. 

Pll beat you back to Age of Empires. 


Laughter 
Ack! Being rushed! 


Sure, blame your ISP. 
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Start the game, already! 
Don't point that thing at me. 
Enemy sighted. 
It is good to be the king. 
Monk, I need a Monk. 
Long time, no siege. 
My granny could scrap better than that. 
Nice Town, I'll take it. 
Quit touching me. 
| Raiding party. (from the perspective of the raiders, a la “Avon Calling”) 
Dadgum! 
Ehhh, smite me! 
The Wonder, the Wonder they’veO No! 
You play two hours to die like this? 
Yeah, well, you should see the other guy. 
Roggan. (common Age of Empires Villager sound) 


Wololo. (actually it sounds more like “Rimini” but it’s a much- 
feared Age of Empires priest sound) 


Tbe Age of Kings's cheats can give you more resources, special (often 
anachronistic) units, and even help you win the game. The codes are 
de ed to work only in single-player mode, but there is an option for 
turning ‘on most of the cheats for everyone in multiplayer. 

— The downside of employing cheats is twofold. First, you should be 
able to win every scenario and campaign by getting better at the game. 
So when you cheat, you really only cheat yourself (just like your parents 
used to say). The second problem, however, is much worse. Hackers 
have found ways to turn on the cheats in multiplayer games, so only the 
hacker can use them. The gaming community considers these programs, 
called hacks or trainers, one of the biggest threats to the fun and 
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excitement of gaming. AOK has been built to withstand such assaults, but if you hear about 
such a program, do yourself and everyone you play with a favor and don’t try it. What is 
the fun in winning if you have to cheat to do it? 

What follows are some of the cheats uncovered so far. 


Cheats for Winning Difficult Scenarios 


Marco: Reveals entire map 
Polo: Removes Fog of War 


Aegis: All buildings, technologies, and units are built instantly (affects all sides, 
similar to Age of Empires’ “Steroids”) 


Rock On: Gives you 1,000 free stone 
Lumberjack: Gives you 1,000 free wood 

Robin Hood: Gives you 1,000 free gold 

Cheese Steak Jimmy’s: Gives you 1,000 free food 


Funny Unit Cheats 


I love the monkey head: Gives a VDML (a weird, fast, naked, harm- 


less guy) 
How do you turn this on: Gives a “cobra” car 


To Smithereens: Gives a saboteur (a little suicide bomber akin to 
WarCraft II's “Goblin Sapper”) 


Cheats for Testing Scenarios 


Natural Wonders: Control Nature (you control all the wildlife) 
Resign: Defeat yourself 

WimpyWimpyWimpy: Destroy yourself 

Torpedo#: Kills opponent # (where # is the opponent number) 
Black Death: Destroys all enemies 

IR Winner: Victory 
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3 Civilizations 


t the beginning of the game, there are several important decisions 

to make that will affect your overall strategy. One of the most 

important decisions is which civilization you'll select. There are 
13 different civilizations in The Age of Kings, each with different strengths 
and weaknesses. Some of them are stronger in the early game, but 
weaker in the later game. Some are strongest on maps with a lot of 
water, but weaker on maps with less water. Others may do well on 
maps with many narrow places that can be walled, but do poorly on 
maps with a lot of wide, open spaces. Play all the civilizations to deter- 
mine which are your favorites. This chapter gives you a basic outline of 
the strengths and weaknesses of the different civilizations. 
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Britons 

The Briton civilization in The Age of Kings is patterned after the Anglo-Saxons, the Normans, 
and, as the two cultures mixed, the beginnings of the modern English. During the period of 
time the game covers, the English also ruled Ireland, Scotland, Wales, and much of France, 
although never all at once. The English played a prominent role in the Crusades to the 
Holy Land. 

The Age of Kings Britons are strong in Infantry and Archers, which is consistent with a 
medieval style of war. During the Third Crusade, Richard I used crossbowmen to counter 
Saladin's horse archers with reasonable success. Most famously, the English won three major _ 
battles of the Hundred Years’ War with France (1337-1453)—Crecy (1346), Poitiers (1356, : 
when they captured the French king himself and took him to England!), and Agincourt 
(1415). In each case, the English relied heavily on the longbow, with the support of men-at- - 
arms (dismounted knights fighting as infantry). At Crecy, the French crossbowmen, merce- 
naries from Genoa, lacked sufficient range and fled under a hailstorm of English arrows. At 
Agincourt, the French cavaliers charged through the mud and were butchered by the power- 
ful longbow. 

English mercenaries using the foot-and- how. technique Became extreme- 
ly popular in Europe for a time. The mercenary captain John Hawkwood's 
White Company first fought against them, and then became the pe 
guardians of Florence in Italy. 
tinent (except for Calais): ha peach cannon had rendered Obsadka he 
English system of castles guarded by small companies of longbowmen. _ 
Many English-held towns surrendered to France rather than face the devas- 
tation of the bombards. 


Bonuses & Unique Units 


* Extra Foot Arcber Range: *1 in Castle, *2 in Imperial 
e +25% Shepherd Work Rate 

* Half-priced Town Centers 

e 20% Faster Archery Ranges (team bonus) 


e Unique Unit: Longbowmen 
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Briton Guide 


The usefulness of the Shepherding bonus varies from game to game, depending on how 
many Sheep you find. A Briton player must keep a Scout moving to exploit the faster shep- 
herding. This requires a lot of early micromanagement, making the Britons a difficult civi- 
lization for slower players. Sometimes charismatic Briton players can convince their human 
allies to send them a few Sheep so they can take full advantage of the bonus. Although 

the AI in The Age of Kings has been vastly improved, it's doubtful computer allies will be 
so compliant. 

The extra Archery Range is reminiscent of the Minoans' in Age of Empires. Briton Archers 
are the game's most feared, for this reason. Unlike the Minoans, however, a Briton player 
can't employ an all-archer strategy without getting stomped into the ground. Briton receives 
the full line of Infantry, and these make perfect companions to its devastating Archers. Use 
Pikemen to defend against Stable units and regular Infantry to defeat Skirmishers. Protect 
your long-range Longbowmen, and they'll mow down troop after troop for your empire. 


Fig.3-1. Briton Archers set up an ambush. 
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The best economic bonus by midgame is perhaps the low-cost Town Center. This is also a 
nice defensive bonus, because most Briton Villagers will work near a Town Center once you 
reach the Castle Age. The Britons' main advantage is their economic potential. They can 
explode population-wise in the Castle Age, leaving most other civilizations behind for quite 
some time. Higher population limits favor this type of economic strategy, so always push for 
limits of 100 or higher in multiplayer games. cu 

Next to the Trebuchet, Longbowmen afford the greatest range of any land unit. But if the — 
Briton unique unit is the Longbowmen, doesn’t that nullify their only military bonus by 
making Archers obsolete? It certainly does not! First, you must reach the Castle Age and con- 
struct a Castle before you can build Longbowmen. You can expect your share of enemy 
harassment before you complete the Castle. Archers and Crossbowmen can deal with these 
incursions and buy much-needed time. Second, a Castle can produce only one unit at a 
time. Longbowmen are superior to their Archer counterparts; however, coming out piece- 
meal won't result in a sizable army anytime soon. A good Briton army includes 
Longbowmen and regular Archers, in addition to support units. It comes down to Archery 
Ranges priced at 175 wood, and Castles requiring 650 stone. 

Consider the Britons a “specialty” civilization. Opponents can always 
expect a strategy based around Archers, and will plan to counter them. 
Being a successful Briton empire-builder requires both careful protection of 
your beloved Archers and sharp booming (refer to “Planning your ont 
for more on this) once in you're in the Castle Age. 


Byzantines 


The Byzantine Empire grew out of the eastern half of the: Roman Empire, | 
and considered itself the Roman Empire until its extinction in 1453. It grew 
in power under strong emperors such as Justinian I, Heraclius, and Basil II, - 
and declined under weaker rule. - 

The mainstay of the Byzantine army was the heavy cavali unit original- 
ly known as the cataphract, and later the klibanaphoroi. As in The Age of — 
Kings, it was a heavily armored unit with lamellar armor for horse and © 
rider alike. However, Byzantium also relied on its wealth to attract a host- 
of mercenaries, including the famous Varangian Guard of Viking (later o 
Anglo-Saxon) axemen. The Byzantines recruited every type of military unit — 
as they needed them. The Age of Kings duplicates this in Byzantium's m 
access to virtually every unit, to cheap counterunits, and to more 
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technologies than any other civilization. The strong religious influence of the Orthodox 
Church in Byzantine life is reflected in their excellent Monks, with their quick healing speed. 
The civilization's extra-strong walls and buildings reflect the mighty walls of Constantinople, 
which kept enemies at bay for a thousand years after the fall of Rome. The Byzantines 
invented Greek Fire, which results in extra-potent fire ships. 

Byzantine fortunes often reached low points, with the great city of Constantinople 
besieged by Persians and Avars in the 7th century, Arabs in the 8th, occupied for half a cen- 
tury by Venice and the Fourth Crusade (1204-61), and finally taken by the Ottoman Turks in 
1453. Many causes exist for the Byzantines' final decline, but two factors dominate. First, 

_ when Byzantium lost control of Anatolia (modern Turkey) to the Seljuk Turks after the two 
= defeats of Manzikert (1071) and Myriocephalon (1176), they lost forever their primary source 
of mounted soldiers. Second, as the Turks mastered the art of cannon-based siege, even the 
impregnable walls of Constantinople met their match. 


Bonuses & Unique Units 
_* Building Hit Points: +10% in Dark Age, +20% in Feudal Age, +30% 
-~ in Castle Age, +40% in Imperial Age 
* -33% Imperial Age cost 
e -25% Camels, Skirmisbers, Pikemen cost 
~ © +20% Fire Ship attack 
: E 3x Monk Healing Speed (te team bonus) 
Lx. Unique Unit: Catapbract 


2 -Byzantine Guide 


| Byzantium is The Age of Kinks prototype defensive civilization. The 
_ Byzantines combine stronger buildings, including walls and Towers, with 
— Cheaper counterunits to forge an impressive defense against even the 


* invaluable allies with their Healing Speed team bonus. 
| Their cheaper counterunits allow the Byzantines to spend saved 
resources elsewhere. Although you'll use all three unit-specific 
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counterunits in your troop selection, be wary of ignoring the regular units. Creating tons of 
Skirmishers, for example, proves counterproductive in the long run due to their inability tc 
attack. Use the cheaper counterunits as more of an economic bonus, taking care not to - 
allow the enemy to hold, or keep, the initiative. | 


Their stronger buildings provide pure a 
defensive bonus, unless you're attempting: a 
wild Tower rush strategy (see “Defending * 
Your Empire"). Many players will hesitate to 
launch early attacks against a Byzantine 
opponent because of the stronger buildings. 
This bonus provides an extra boost versus — 
early attacks and stronger Castles and 
Towers later in the game. 

The final bonus, a faster-attacking Fire 
Ship, provides the Byzantines with a nice 
counterunit on the high seas. The Fire Ship 
was designed to fry Galleys. Unfortunately, 

lip m to well- placed | 
Demolition Ships. Lu - 

The Cataphract was Age of Empires’ most powerful Cavalry unit. No 
longer a regular unit, now the mighty Cataphract is the unique unit of the ~ 
Byzantine Empire. It may puzzle at first: its attributes are remarkab 
to the normal Knight line. But the Cataphract brings to the table a bc 
versus cen units. You still shoulda’. ed i Oa formation or 


Fig. 3-2. Byzantine counterunits defend easily. 


offensive weapon. 


Celts 


As early as 800 B.C., the Celts controlled the lands between the Rhine and 
the Rhone Rivers. By 200 B.C., they held Gaul (modern France), northern 


48 


Civilizations 


Italy, northern Spain, the Danube region, and even Asia Minor. From Gaul, the Celts spread 
to the British Isles, but soon all Celtic lands (save Ireland) fell under Roman control. 

Germanic tribes filled the void left by Rome's collapse, but in Wales, Cornwall, and 
Ireland, Celtic culture and language remained strong. The Celts invaded Scotland and 
Brittany during this period of confusion, reintroducing the Celtic language and culture to 
northwestern France. 

Tbe Age of Kings Celts are patterned on the post-Roman *Celtic Fringe" and their strug- 
gles against the English. Anglo-Normans first established lordships in Ireland and Wales 
after the Norman Conquest of England. In Ireland, after Henry II’s invasion, the English 
held the title of High King of Ireland but with little power outside of Dublin. The Welsh lost 
their independence when Edward I defeated the Prince of Wales, Llewelyn II, ap Gruffydd, 
in 1282. 

The Scots served under English lordship briefly, but regained independence (after the 
famous struggles of William Wallace) at Bannockburn (1314), where Robert the Bruce's 
Schiltron demonstrated the value of spearmen versus heavy cavalry. Throughout the rest of 
the 7be Age of Kings period, the Stewart Dynasty, generally allied with France, kept England 
at bay. 

The Celts’ speedy Infantry and unique unit, the Woad Raider, are both 
accurate, but other bonuses seem provided more for play balance than 
historical accuracy. The Scot raids on England to steal sheep and even 
slaves is reflected in the game's Celt’s ability to steal Sheep with ease. In 
general, however, the Scots were unable to take heavily fortified cities, 

which makes the Siege bonus hard to fathom. 


Bonuses & Unique Units 

* Sbeep not converted if in one unit's line of sigbt 
* +15% Wood Chopping "a 

* +15% Infantry 
(+ +20% Siege Rate of Fire 
* +20% Siege Workshops work rate (team bonus) 
* Unique Unit: Woad Raider 
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Celt Guide 


The Celts are a well-rounded civilization, with good economic and military abilities. Their 
plans usually revolve around steamrolling opponents with Infantry and siege weaponry. 
Their Siege Workshops team bonus is fair, at best. 

Phoenicia aficionados from Age of Empires will appreciate the Celt economic bonus of 
faster wood chopping. The enhanced Lumberjacks appear to be a perfect match for the 
faster-firing Siege units. Players opposing a Celt opponent will have the displeasure of fight- 
ing superior numbers of stronger siege. An economic bonus that ties directly into a military 
one is nice, indeed. 

The Celts’ second economic bonus is difficult to quantify. Because Sheep are usually the 
first food source gathered, they're usually gone by the time enemy Scouts arrive. This is the 
perfect example of a scenario where a player must change strategy to take exploit a specific 
bonus properly. You'll still look for the initial six to eight Sheep within a screen or two of 
your starting spot. However, your scouting plans change afterward. Instead of continuing to 
explore the nearby terrain, send your brave Scout into the unknown to search for the 
enemy base. This is particularly helpful in team games, where an ally can finish exploring 
around your base for Sheep you may have missed. Once you locate an 
enemy village, head straight for those darling Sheep. Avoid attackers and 
slowly escort all the converted Sheep back to your town. This devious tac- 
tic gives your growing empire an additional food source and hinders your 
opponent at the same time. Sheep-stealing is far more deadly with Celts - 
than with any other civilization, because their Sheep can't be converted - 
back instantly. - 

The faster Infantry bonus is puzzling. The Celts lack Squires technology, - 
which gives a 10 percent speed boost to Infantry units. Once an enemy 
civilization researches Squires, the Celts’ main military bonus loses most of - 
its value. This is disheartening, to say the least. However, the Celts needn't 
wait until the Castle Age or spend a sizable portion of food on the 
upgrade. You must take full advantage of the faster Infantry before you 
reach the Castle Age, or this nice military bonus becomes worthless. - 

Again, the Siege bonus is even stronger, considering the extra wood 
income from the extraproductive Lumberjacks. This bonus proves 
extremely useful in many situations. Imagine trying to destroy invading 
Battering Rams. The image becomes even more gruesome when Celts 
are the enemy, and the Battering Rams strike faster! Make sure you include - 
Siege units in Celt strategy. Although Siege units are no longer all-powerful, 
as they are in Age of Empires, they still pack quite a wallop. 
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Woad Raiders are The Age of Kings 
fastest infantry units. Raiders pay for the 
increased speed with a lack of armor, both 
normal and piercing. Try to avoid battles 
with hardier units, such as the Teutonic 
Knight. Instead, use the Raiders’ speed to 
keep the enemy off balance. 

The Celts are all about infantry and 
siege. They have good technology trees in 
those areas, and bonuses to boot. Their 
effective infantry and siege units compen- 
sate for feeble Monks and Archers. 


Chinese 


The history of China is 
one of waves of conquest 
and assimilation, waning 
Fig. 3-3. The powerful Celts siege has begun! and waxing central 
authority, and the 
endurance of the Chinese people. 75e Age of Kings opens on China as it 
emerges from centuries of barbarian invasion and the breakdown of the 
old order, much like Dark Age Europe. Not until the sixth century was 
China reunited under the Sui and then T'ang dynasties. The T'ang 
(618—907) brought China to its medieval peak of expansion, with political 
and cultural hegemony stretching to parts of Persia, Vietnam, and Korea. 
The later T'ang period witnessed another period of decentralization of 
authority and the eventual collapse of the central state in the Ten 
Kingdom period (907-79), which ended when the Sung Dynasty 
(979-1279) reunited the country, only to lose the north to the Chin in 
1127. All of China then suffered Mongolian invasion and occupation. 
Not until 1388 did the Ming Dynasty (1368-1644) oust the Mongols com- 
pletely. After a brief period of expansion back into Korea, Vietnam, and 
Mongolia, the Ming Dynasty became increasingly defensive, although its 
navy remained potent throughout the period. 
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In The Age of Kings, the Chinese focus on land fertility. The rice-based Chinese state reached 
100 million people in the 13th century (although it shrank during later periods of instability). 
This is reflected in their starting Villager bonus, their extra-large Town Centers, and their 
productive farms. China’s famed scientific advances are reflected in an increasing discount 
for all research, and in their unique unit, the Chu Ko Nu, which combines firepower with - 
advanced design. The game also reproduces China's decision not to use gunpowder for _ 
more than battle rockets and fireworks: China gets no Hand Cannoneers or Bombard 
Cannons (their Bombard Towers are likely there for gameplay reasons). The Chinese 
Demolition Ship bonus reflects the civilizations’ powerful Sung and Ming navies. 


Bonuses & Unique Units 


* Starts with +3 Villagers, but 150 less food 

* Town Centers support 10 population instead of 5 

e Cheaper Technologies: —10% in Feudal, —15% in Castle, -20% in Imperial 
e +50% Demolition Ship bit points 
e +45 food in Farms (team bonus) 
e Unique Unit: Cho Ko Nu 


Chinese Guide 


meaning an enemy doesn’t quite know what to expect. The low-cost tech- 
nologies allow it to pursue a variety of combined-arms options, and you 
can exploit the Villager bonus for an early economic boost. Finally, its 
handy Farm bonus makes it beloved in team games. 

Starting a game with the Chinese is strange because of all the Villagers 


food in the bank. How is that beneficial if three Villagers are equal to the 
lost 150 food? Well, that depends on a player’s ability to establish “Villager 


ing a House right away. Search in all directions for Sheep and, once you’ve 
found them, assign each Villager to shepherding duty. Going for Berries 
early is a mistake; berry-picking is slower than shepherding and it takes 
crucial Villager time to construct the Mill, squandering the Villager bonus. 
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flow.” Because of the Town Center bonus, you needn’t worry about build- : 


standing around. The Chinese begin with three extra Villagers, but only 50 _ -~ 
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Fig.3-4. China's 
mass of early 
Villagers. 


ck to select this building. 


Once you've gathered 50 food from the Sheep, construct a House with 

two Villagers to insure against housing trouble. Now you can play the 

. game normally, except you'll have a one- or two-Villager lead. 

Researching Loom technology represents another addition to the Chinese 

opening during that brief Villager pause. 

_ You can exploit China's cheaper technologies in a variety of strategies. 

.Combined-arms tactics become cost-effective, because the Chinese are 

. more capable of researching Damage and Armor technologies for multiple 
... unit types simultaneously. Economic upgrades become even more attrac- 

| — tive, because they pay for themselves earlier. Cheaper technology is a 

— bonus from which any civilization would benefit. 

— . Extra hit points is the perfect bonus for the Demolition Ship because it 
- increases the likelihood this suicide boat will reach its destination. This 

isn't an overpowering advantage, but it's a nice addition to an already 

strong civilization. 
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The Chu Ko Nu is the ultimate short-range Archer. This unit lobs three successive volleys 
of arrows in the time other Archers send one. Unlike other Archers, the Chu Ko Nu copes 
fairly well with units with high piercing armor. Each of their three shots counts individually; 
thus, the least damage they can do an enemy unit is 3. They still have trouble against other 
standard counters to Archers, such as the Mangonel line of siege and Stable units, so E fe 
by no means invincible. 

Infantry, Archers, and Monks to choose from. Their only drawbacks are in the areas a B be 
and gunpowder. The Chinese pay for this diversity with the absence of any land military 
bonus. They're a perfect civilization for a crafty player who can adapt to any situation. 


Franks 


The Franks of history were a people from the mouth of the Rhine River named for their 
throwing axe, the francisca. They soon grew beyond these humble origins, and under | 
Charles Martel (‘the Hammer”), the Franks turned back the Moorish Muslim 
invasion of Europe at Tours and Poitiers in 732 A. D. Under Martel’s grand- 
son, Charlemagne, the Franks expanded over modern France, the Low 
Countries, northern Spain, northern Italy, Switzerland, Austria, and western 
Germany. Charlemagne created the Holy Roman Empire in an effort to 
revive the Western Roman Empire. His dynasty splintered, with the Western 
portion becoming The Age of Kingss Franks and the eastern becgining c - 
modern Germans (The Age of Kingss Teutons). | 

The western Franks were the ancestors Ned the modern french, and the 


Brice! s strong heavy horsemen alti feftile A esc accurate is ihe 
Throwing Axeman, long lost in the mists of earlier Frankish history, who 
appears in The Age of Kings only in the Castle Age—centuries too late! 
Franks were great castle-builders, both in France and overseas. This is 
especially true in the Crusader kingdoms of the Holy Land, wherea = 
descendant of Charlemagne, Baldwin I, was the first King of Jerusalem. _ 
Perhaps the most famous of the Frankish castles “beyond the sea” was the — — 
Hospitaller castle of Krak des Chevaliers, which held out long after the 

Muslims retook Jerusalem. 
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In the 14th and 15th centuries, the Frankish knighthood met its match in the well-organ- 
ized attacks of English men-at-arms and longbowmen, but with the development of bom- 
bard cannons, the French eventually reconquered all English holdings in France—except 
Calais, which remained English well beyond the period The Age of Kings covers. 


Bonuses & Unique Units 


e -25% Castle cost 

e +20% Knight bit points f 
.* Farm technologies free 

e +2 Knights line of sigbt (team bonus) 


© Unique Unit: Throwing Axemen 


Frank Guide 


The Franks are masters of Cavalry in The Age of Kings. Their game devel- 
ops wholly around these Stable units. Even their team bonus enhances 
the noble Knights and their brethren. Select the Franks if you enjoy tacti- 
cal strikes with high-priced, powerful units. 
The Farm bonus affects only new Farms built after reaching a particu- 

. lar age. Getting 125 extra food in all current Farms on reaching the Castle 
Age would have rocked, but that simply doesn't happen. This factor seri- 
- ously downgrades the Frank's early economy compared to other civiliza- 
tions. Free Farm technologies can't compare to faster Lumberjacks or 
cheaper Farms. Luckily, the impressive Frank military takes up the slack. 
Hit points are perhaps a Knight's most important quality. Without high 
hit points, a rain of Archers' arrows could kill Knights easily. With a high 
. hit-point total, the Knights can absorb the arrows and close ranks on the 
_ Archers. This makes the extra hit points for knights even more useful than 
. the 20 percent indicates. 
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A 25 percent reduction in Castle price 
leads to some interesting strategies. Knocking 
150 stone from the price of Castles makes 
them much better deals than Towers in 
most situations. 

Throwing Axemen are a cross between 
Archers and Infantry units. Consider them a 
ranged unit in terms of damage, but with 
Infantry upgrades. Throwing Axemen attack 
within a very small range. However, what 
they lack in range they make up for in dam- 
age: imagine the impact of an axe hitting at 
full speed! The Throwing Axeman's biggest 
advantage results from the cheaper Castle. 
Throwing Axemen will appear on the battle- 
field before all other unique units, all things being equal. 

The Franks exchange a lack of diversity and a weak economy for a 
handful of overpowering units. They boast good Infantry and Cavalry and 
lack virtually everything else. If you enjoy a civilization where the power is 
focused in a few units, you'll love the Franks. 


Goths 


The Goths were the greatest of the barbarian peoples who conquered the 
western Roman Empire. The last hundred years of Roman history is one of 
ongoing struggle against the Goths. By 493 A.D. (16 years after the official. d 
“Fall of Rome" and early in The Age of Kings Dark Age), the Visigoths had — 
conquered Spain and southern France and the Ostrogoths held sway over | 
the northwestern Balkans and Italy. Gothic power was at its apogee. - 
Soon thereafter, though, the Gothic moment passed. The Byzantine 
Empire under the Emperor Justinian and generals Belisarius and Narses 
sought to reclaim the west. By 535 they'd defeated the Ostrogothic king- 
dom. They failed to destroy the Visigothic kingdom in Spain, and King 
Leovigild expelled them for good, consolidating Gothic control of all of 
Spain (except the Basque lands) until 711. In that fateful year, the Moors 


Fig.3-5. The powerful Frankish Knights wreak 
havoc on Archer contingents. 
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crossed into Europe, the Visigothic kingdom collapsed, and Goths disappeared from the 
pages of history. 

The Goths of The Age of Kings represent the “barbarian” version, with poor access to 
technology, no Stone Walls, and weak Towers. Their compensation is inexpensive foot sol- 
diers who can swarm an enemy. Swarming is what allowed them to overwhelm Rome. Their 
team bonus adds to this feel, giving Goths and their allies faster Infantry production. But 
because the Goths were extinct well before 75e Age of Kingss Castle Age, their mid- and 
late-game units, especially their unique unit, are hypothetical. We're invited to ask, what if 
the Goths had beaten back the Moors and lived on? The answer: Goths might have devel- 
oped gunpowder weapons and a specialized anti-Archer infantryman—the Huskarl. 
Although Huskarl isn't Gothic (it's borrowed from the Vikings and Anglo-Saxons, Gothic for 
“mighty warrior" is mikilgedraught), only the grumbliest of grognards will find much fault in 
this fun, admittedly speculative civilization. 


Bonuses & Unique Units 


e Cheaper Infantry: -10% in Feudal, —-15% in Castle, -25% 
in Imperial . 

e +1 Infantry attack versus buildings 

* +5 attack versus Boars 

¢ +10 population cap in Imperial 

* +20% Barracks work rate (team bonus) 


e Unique Unit: Huskarl 


Goth Guide 


The Goths are a wild, Infantry-rush civilization. Their bonuses all but 

_ force players to make use of their amazing Infantry. They're more of a 
sledgehammer than a precision tool. Select this civilization if you like to 
overwhelm the enemy with numbers. 

Two Infantry bonuses make the Goths an intriguing civilization, espe- 
cially during the game's rush stages. The lower cost applies only to 
post-Feudal Age Infantry. Always hold back on mass Infantry production 
until the last possible moment to get the best price. In other words, don’t 
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build four Militia in the Dark Age when you plan on using them in Castle. Goth Infantry 
also receive a small bonus attack against buildings. This is plenty useful, considering 
Infantry are already used to take down enemy buildings. The Goths just drop them faster. 
Finally, in team games, the Goths (and their allies) produce Infantry faster. All these factors 
combined makes the Goths a truly dangerous civilization during the game’s early stages. 


Castle Age 


ückto select this building. 


Fig.3-6. Goth players commonly employ Infantry hordes early on. 


The attack bonus versus Boars is nice for newer players who keep los- 
ing Villagers in hunting expeditions. It also makes luring Boars back to 
your gathering sites less dangerous. This doesn't mean you should hunt 
Boars with fewer Villagers. That will result in less food from each Boar, 
due to spoilage. 


Civilizations 


The Goths can build 10 units over the population limit once they reach the Imperial Age. 
This bonus was added because the Goths are strongest when building hordes of Infantry. 
With more population space, the Goths are better able to flood the battlefield with their 
fierce armies. 

The Huskarl is the perfect complement to the normal Goth units. This unit is stacked 
with piercing armor. Because the enemy will attempt to counter your cheaper Infantry with 
archery range units, the Huskarl totally changes the balance of power when he or she 
arrives on the battlefield. Employ the Huskarl to keep the enemy honest. 

The Goth's Infantry rush and overwhelm their opponents with sheer numbers. They have 
problems defensively—Goths have the worst selection of walls and Towers—so they must 
stay on the offensive. Their technology tree offers good Infantry and Archers. Overall, 
though, this civilization is difficult to master, and beginners probably shouldn't use it. 


Japanese 


Japan was quite isolated from the other 12 civilizations, and this gives its 
history a unique flavor. The Age of Kings period opens under the Yamato 
emperors (familiar to players of Age of Empires), who ruled Kyushu and 
the western half of Honshu until the seventh century. Japan accepted 
Buddhism alongside native Shinto, and maintained close ties to Korea and 
China. Seventh-century court intrigue brought the Fujiwara to power for 
the next four centuries. Now Japan referred to itself as Nihon and Nippon 
. rather than Yamato. 

.. In 794, Heian (Kyoto) became the capital. By 801, the first shogun 

. (generalissimo) had conquered the Emisi and all of Honshu. However, 
over the ninth and 10th centuries, control of the army passed to the fami- 
_lies who owned shoen (large estates). 

. . The Genpei War (1180-85) ended the Fujiwara period and ushered in 
the Kamakura period. From 1221, the Hojo family dominated Japan. They 
introduced the /oei Code, a military legal system that ruled Japan for six 
centuries. The military caste (the bushi) developed bushido, akin to 

. European chivalry. 

Helped by two typhoons, Japan survived Mongol invasions in 1274 and 
. 1281, only to fall into a 56-year civil war (“The War Between the Courts,” 
1336—92). The victory of the north ushered in the Muromachi period; 
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Ashikaga shoguns vied with magnates known as daimyo. At the end of the Age of Kings 
period, the Onin war led to a century of warlord states ruled by samurai. 

Japan's militarism was put to the test by the Mongol invasion of 1274. A huge armada carry- 
ing more than 20,000 troops landed on the island of Kyushu, only to have a typhoon strike 
their camp. The devastation was such that the Mongols left Japan for seven years. In 1281, 
Kublai Khan assembled a second force. Another typhoon struck, destroying the fleet en 
route and ending the Mongol threat. The amazing coincidence of these two storms might 
strike the modern reader as unbelievable, but the Japanese felt it was merely protection for 
their divine Emperor, and they dubbed these typhoons the Divine Wind or Kamikaze. 

Tbe Age of Kingss Japanese mirror the military aspect of Japanese society under bushido 
and Joei. The unique unit, the Samurai, captures this spirit of the warrior class. The Japanese 
Infantry attack bonus reflects bushido's emphasis on individual prowess in battle. The 
Japanese economic bonuses capture the islanders’ need to optimize its relatively small 
area—efficient use of wood and heavy reliance on the bounty of the sea. Although the real 
Japanese had kamikaze typhoons for protection, in The Age of Kings your team must rely on 
an improved naval line of sight. 


Bonuses & Unique Units © 


* Half-priced Gathering Points: Mill, Lumberyard, Mining Camp 
* Infantry Attack Rate: +10% in Feudal Age, +15% in Castle Age 
+25% in Imperial Age 


Fishing Ships Gathering Rate: +5% in Dark Age, +10% in Feudal 
Age, +15% in Castle Age, +20% in Imperial Age 


e Fishing Ships: Double bit points, +2 Piercing / Armor 
* +50% Galley sight (team bonus) 


* Unique Unit: Samurai 


Japanese Guide 


If Japan were dropped into Age of Empires, it would dominate the other 
civilizations easily. Japan's economic bonuses would make even the mighty 
Shang players shake in their boots. Luckily, Tbe Age of Kings is a different 
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ball game. Japan is still a powerhouse, but it balances better with the game's other 
civilizations. 

The Half-price Gathering Sites bonus is one of The Age of Kingss premium bonuses. It 
gives Japan a head start over its opponents, because Japan requires little wood and can con- 
centrate on gathering food. This bonus also allows Japan to take advantage of certain food 
sources other civilizations wouldn't touch. Where another civilization might find it worth- 
while to build a Mill next to two Shore Fish, the Japanese equivalent is one Shore Fish! In 
this scenario, picture the Japanese Mill as a Farm that allows five or six farmers to gather 
food simultaneously. This eliminates the up-front cost of five Farms, and that saves even 
more wood during the opening. 


Fig.3-7. Japanese Mills 
can exploit meager 
food sources. 


The second Japanese bonus, superior boat-fishing, would be a great 
bonus in Age of Empires. But boat-fishing is toned down in The Age of 
Kings. Docks and Fishing Ships cost more wood, and Fishing Ships take 
longer to create than in Age of Empires. Most players bypass boat-fishing 
until at least the Castle Age, reflecting just how much fishing has changed. 
The logic behind this massive change is simple: given The Age of Kingss 
new defensive abilities, including Palisade Walls and Garrisoning, a player 
. could sit back and build a massive fleet of ships with little fear of being 
rushed. Boat-fishing will still be utilized, and I’m sure some creative play- 
ers will work it into their opening game. Keep in mind, this is a bonus 
with massive potential. 
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The last bonus is a straightforward military bonus of increased Infantry attack rate. This 
applies to the main infantry line, Pikemen, and their unique unit, the Samurai. Those who 
play Japan should utilize a high percentage of Infantry. 

The Samurai unique unit is slightly stronger than the main Infantry line, but it has a one- 
of-a-kind attack bonus versus other unique units! This alone gives Japan a versatility suffi- 
cient to give any enemy a hard time. 

Japan’s late-game economy is a major weakness. It ranks dead last, with the fewest avail- 
able economic technologies. If your plans include outlasting an enemy over a long series of 
battles, Japan is less than ideal. Its unit-selection weaknesses include poor siege and Stable 
units—another problem in long games. Japan does receive fully upgradeable Infantry, 
Archers, and Monks, and all ships except the Heavy Demolition Ship. 

Japan is a well-designed civilization that peaks early and then trails off. To rule the 
Japanese successfully, you must exploit their early strengths and keep the game from lasting 
long enough to expose their weaknesses. 


Mongols 


In 1206, Chingiz (a.k.a. Genghis) Khan united the Mongolian tribes into a 
single people. He organized the military into tumans capable of coordinat- | 
ed action as well as independent operations. He convinced them it was 
their destiny to conquer the world—and they almost succeeded! 

The Hsi-Hsia fell to the Mongols in 1209, and most of the Chin Empire 
(northern China) fell by 1215. Thereupon, the Mongols destroyed the 
Kwarezmian Empire (central Asia). On Chingiz Khan's death in 1227, his 
sons quickly conquered the Volga Bulgars and the Kipchaks (some of 
whom wound up in Egypt as Mamelukes), and then the Russian principali- 
ties (1237—40). In 1241, the Mongols invaded Europe in a two-pronged 
attack; they quickly slaughtered two armies—Poles, Germans, and Teutonic 
Knights at Liegnitz, and Hungarians at Mohi. The death of Ogedai, the 
Great Khan, compelled the horde to return to Mongolia to proclaim a new 
leader (Móngke Khan), sparing Europe. 

Next came Hülegü's conquest of the Abbasid Caliphate in modern Iraq 
(1258). When Hülegü's general, Kitbuqa, moved westward, the Mamelukes 
stopped him at the Battle of Ayn Jalut (1260). In the East, Kublai Khan had 
conquered the Sung Empire (southern China) by 1279. A typhoon (“the 
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divine wind” or kamikaze) thwarted the assault of Japan in 1274 and 1281, but they made 
vassals of Burma and Annam (Vietnam) by the end of the century. 

From 1360 to 1405, Timur the Lame (a.k.a. Tamerlane) launched a second wave of 
Mongol expansion, defeating the Ottomans and taking much of what is now northern India. 
On Timur's death, the subject peoples quickly gained their independence. 

Age of Kingss Mongols are true-to-life. Their hunting bonus allows quick buildup; a small 
Mongol *horde" can be at your doorstep shockingly fast. The Scout Cavalry's excellent line 
of sight captures the Mongol’s skill at reconnaissance, and their mastery of mounted 
archery is reflected in the Cavalry Archer bonus and in their unique unit, the Mangudai. 
Their excellent pre-gunpowder Siege units point up their prowess at besieging and destroy- 
ing cities. 


Bonuses & Unique Units 


* +20% Cavalry Archers rate of fire 

e +30% Light Cavalry bit points 

e +50% Hunting 

* +2 Scout Cavalry/Ligbt Cavalry sight (team bonus) 
* Unique Unit: Mangudai 


Mongol Guide 


Players who like extreme civilizations will love the Mongols. Speed is the 
name of the game for this raider civilization. A quick buildup combined 
with high-speed units makes for an intense civilization requiring a lot of 
micromanagement. The Mongols’ team bonus both enhances their raiding 
abilities and makes early scouting much easier for the entire team. This 
may not be The Age of Kingss best team bonus, but I’m sure a civilization 
like the Celts would love it for their sheep-stealing tactics. 

The hunting bonus was the best economic bonus during the early 
phases of the game’s beta version. The improved meat-carrying capacity 
made hunting the best way to gather food. The Mongols’ hunting speed 
catapulted them past other civilizations during the game’s opening stages. 
The bonus remains intact, but the dynamic of hunting changed drastically. 
Deer and Boars were slashed in both numbers and food count. This 
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massive hunting downgrade harms the Mongols relative to other civilizations. Their once- 
overpowering bonus becomes average in the grand scheme of things. 

Mongol players should concentrate on Deer ahead of other food sources. Consume Sheep 
to maintain early Villager flow, but shift production to hunting whenever you locate game. 
You must micromanage Villagers regularly when you hunt this early, or uninterrupted 
Villager flow will be impossible. Hunters don't deposit food until they've gathered 75 units, 
and this has consequences when your food : 
reserves are low. Poaching is a problem early on 
(thus the early hunting). Clever opponents make a 
habit of exploiting their Scout for Deer-killing pur- 
poses (killing Deer near the enemy's town). The 
ethics of this tactic are debatable, but game 
designers were made aware of the problem. In 
choosing to ignore the dilemma, they imply its 
legality. Players must develop strategies around 
these practices. 

Faster-firing Cavalry Archers 
are the perfect raiding unit in the 
early Castle Age. Harass enemy 
Villagers with these units until 
you've built a Castle and can 
start building Mangudai. 
Remember to stay away from Fig.5-8. Fierce Mongolian raiding parties 
Skirmishers: they'll tear up even IC deonemy. 
Mongol Cavalry Archers. Employ 
your stronger Light Cavalry to eliminate this treat. The Cavalry Archer and 
Light Cavalry combine to form an efficient raiding party. They can counter 
quick resistance and move on before the enemy can react. They even 
match up economically, with Cavalry Archers requiring wood and gold and | 
the Light Cavalry costing only food. Use these two units to cripple the 
enemy early, if at all possible. 

The Mangudai is a stronger version of the Cavalry Archer, with a small — 
bonus against siege weapons. Switch from Cavalry Archers to Mangudai the 
instant you finish building your Castle. They're more expensive, but they're - 
worth it. Build Cavalry Archers only when you have extra resources and 
the Castle is already queued up with troops. 
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Although the Mongols receive a speed boost during the Dark Age, they have a poor 
long-term economy. They lack many important technologies, including two Farm increases. 
The Mongol military is both strong and diverse (with the insignificant exception of weak 
Monks). The Mongols are best-suited to players who enjoy fast civilizations without regard 
for future economic problems. 


Persians 


The Zoroastrian Persian Empire, destroyed by Alexander the Great, returned to dominance 
under the Sassanid Dynasty in 251 A.D. It became Rome's (and then Byzantium's) major 
eastern enemy. Shapur I captured the Roman Emperor Valerian in 260 and kept him as a 
humiliated slave. A century later, Shapur II defeated another invading Roman army. Under 
Chosroes I and II, Persia's heavily armored cavalry brought the Byzantines to their knees, 
conquering Egypt, Syria, and Asia Minor, and leading to the first siege of Constantinople in 
626. But Heraclius of Byzantium quickly counterattacked to regain the lost 
lands, reaching the walls of the Persian capital of Ctesiphon. When the 
Arabs invaded in 644, Persia was in no position to resist and Persian inde- 
pendence ended for nearly a millennium. 

In 750, the Abbasid Dynasty overthrew the reigning Umayyads. The 
Abbasids were popular in Persia and many of their troops and generals 
were of Persian ethnicity; even Arabs adopted Persian dress. A sort of 
Persian revival took place over the ensuing 300 years. 

In the 11th century, the Seljuks took power within the Abbasid 
Caliphate, and after them the Mongols of the Il-Khanate. Not until the 
Safavids took power in 1501, at the end of the The Age of Kings period, 

_ did Persia regain control of its destiny. 

The Age of Kingss Persia takes the Sassanid period as its inspiration, 
with a full line of Cavalry (and Cavalry bonuses in team games), and the 
mighty War Elephant as its unique unit. And Persia's vigorous economy 


quick start (extra resources) and faster build times at the Town Center 
and Docks. 
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Bonuses & Unique Units 


* +50 starting wood/food 

* Faster Town Center Work Rate: +10% Feudal, +15% Castle, +20% Imperial 
* Faster Dock Work Rate: +10% Feudal, +15% Castle, +20% Imperial 

* Double Hit Points: Town Center & Dock 

* +2 Knight attack versus Archers (team bonus) 


* Unique Unit: War Elephant 


Persian Guide 


The Persians thrive under high population limits for two reasons. First, like the Britons, their 
Town Center bonus is just getting warmed up by the time they reach the standard limit of 
75. Higher population limits allow the Persian player to exploit this fully. Second, War 
Elephants are the game’s most expensive unique unit. To afford a mass of 
these monsters, Persian players must develop a sizeable economy. 

The Town Center and Dock bonuses reflect the new design philosophy, 
where economic bonuses are weak or inactive during the game’s early 
periods. This design change brings economic bonuses into line with mili- 
tary ones. The extra hit points are the only advantage of these two struc- | 
tures before the Feudal Age. You can dismiss Dock hit points as a nominal 
addition, but the robust Town Center affords worthwhile defensive abilities 
against early attacks. It may not provide the protection range of a Teuton 
Town Center, but the Persian main building is just as difficult to raze. 

After you reach the Feudal Age, the two buildings’ economic compo- 
nent kicks in. Villager creation speed increases, and Town Center-based 
technologies research speeds up, as well. The most significant of all tech- 
nologies—Age Advances—happen to be located here! Exploit this speed by 
creating more Villagers, or just progressing faster through the ages. Persians — 
also replace killed Villagers and Fishing Ships more quickly than other civi- 
lizations. They’re very hard to knock out! 

The extra resources offer simplified Villager flow and a much earlier 
second gathering site. Having extra wood allows either a Lumber Camp 
or another Mill near a secondary food source. Most experts choose an 
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immediate Lumber Camp for efficiency and tactical reasons: it improves the early intake of 
wood and creates a nice backup plan against early attacks. The Town Center will protect 
Villagers chopping these straggler trees, unlike Lumberjacks located elsewhere. This "backup 
wood” fulfills the requirements for a second Lumber Camp, one hidden from enemy activity. 


ght-click te attack this buildi 


Fig.3-9. War Elephant stampede! 


The War Elephant is back, and boy is it angry! Only the Persians can 
build this fan favorite from Age of Empires. The War Elephant is the 
game’s strongest and most expensive unique unit. Persian players must 
develop a large economy before they can create armies of War Elephants. 
Build Castles later than usual to compensate for this economic require- 
ment. War Elephants inflict extra damage when attacking buildings. 

Just think of them as four-footed Battering Rams. Don’t spend too much 
wood on siege. Allocate the saved wood to farming to help support more 
War Elephants! 
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Persia combines a formidable economy with a great selection of Stable units. They also | 
have access to Gunpowder units—a nice complement to the massive War Elephant. The 
Persians lack good Infantry, Archers, and Monks, making them semi-predictable when it 
comes to troop selection. With their overpowering economy and unique unit, however, 
they're still hard to stop. 


Saracens 


In 632 A.D., the prophet Mohammed died. In just two decades, under the first four caliphs 
(successors), Abu Bakr, Umar, Uthman, and Ali, Muslims took all of Palestine, Syria, and  - 
Egypt from Byzantium, and then all of the Persian Empire. Neither empire could withstand 
the Arab assault. The Arabs then tried to besiege mighty Constantinople, but strong walls 
and Greek fire saved the city. The Muslims focused their expansion elsewhere, taking all of 
North Africa. They then crossed into Europe, conquering Visigothic Spain and southern 
France before being turned back by the Franks at Tours and Poitiers (732). 

Soon the caliphate splintered, with dynastic and sectarian struggles 
replacing Muslim unity. Persians took on prominence, and then Turks. The 
most famous *Saracen" to the west was Saladin, and yet he was Kurd in 
the service of a Seljuk Turkish sultan. Today the Arab world stretches from 
Morocco to Iraq, but in the mid- to late The Age of Kings period those 
lands were ruled by non-Arab Muslims. ~ 

The Age of Kingss Saracens (a European term) reflect the culada mi ing 
Early Muslim armies fought with dismounted cavalry and fpot archers, 
using camels mostly for supply and transport. The Age df 3e "arac ns 
get full the Infantry line and a bonus for Foot Archers. o=o 

The Mameluke was a Turkish slave trained for war. In 1250, b 8 | 
soldier-slaves took Egypt from the descendants of Saladin. Mamelukes 
were horse archers, but in The Age of Kings the Saracen unique units 
ride Camels. Also reflecting the heavy Turkish influence, Saracens receive 
a major Cavalry Archer bonus when attacking buildings. : 

History records that the Mamelukes defeated the Mongols in 1260 at tHe 
Battle of Ayn Jalut,—a distinct blip in the Mongols “winning streak.” The 
Great Khan, Móngke, had died and his brother Hüleg, had turned back to 
claim his throne. Thus the Mongols under Kitbuqa's command at Ayn Jalut — 
were “second string,” comprising mostly the same Turks who made up the 
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Mameluke armies, many Armenians, and even a few Frankish allies. The Mameluke sultan, 
Qutuz, hid most of his troops, and his general, Baybars, led Kitbuqa into the trap and wiped 
out his forces. So was this really a great Mongol loss or merely a Turkish “reunion?” In any 
event, the “real” Mongols never returned, Baybars' victory propelled him to the sultanate, 
and Mongol expansion into Africa halted. 

The Saracens developed a great trading culture. The Muslim command to make the hajj 
(pilgrimage to Mecca) led to a thriving culture of sea transport, all reflected in the Saracen 
bonuses—discounted market trade, strong ships, and extra transport capacity. 


Bonuses & Unique Units 


* —5% market trade cost 

* Double Transport Sbip bit points/carry capacity 

* +20% Galley rate of fire 

* +3 Cavalry Archer attack versus buildings 

* +1 Foot Archers attack versus buildings (team bonus) 


* Unique Unit: Mameluke 


Saracen Guide 


. The Saracens flourish on naval maps, but lack any major land bonus. 
They should be your last choice on maps such as Highland and Arabia, 


among the game's weakest, rendering them a poor choice in team games. 
. The Saracens’ Archer bonus against buildings is rarely helpful. Cavalry 


thousands doesn't impress. This bonus is useful if you have extra Cavalry 
_ Archers sitting around. Otherwise, stick to harassing enemy troops and 
Villagers with your mounted Archers. 
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Fig.3-10. Saracen naval forces blow most enemies off the seas. 


The two ship bonuses elevate the Saracens to naval powerhouse status. 
The Galley prevails in most armadas, giving the Saracens the game’s most 
useful ship bonus. You must build other ship types, though, or the enemy 
will counter your navy easily with Fire Ships. The bigger, stronger 
Transport allows the Saracens to implement mass-landing tactics. 

The Saracens are masters of market manipulation, with a superior ability 
to control commodity prices. Don’t build strategies around this bonus, 
however. Remember, you still lose five percent when exchanging resources : 
in the marketplace. This bonus shines in the gold manipulation timeframe 
(see “New Features”). Superior trading ability makes the Saracens a good 
civilization for gamers new to real-time strategy games. Saracen players 
don’t worry as much about continually balancing their resources. Just go 
after gold more heavily than usual, and trade for your needs in the market 
when lacking a certain resource. 

Mamelukes are simply Camel Archers—similar to Cavalry Archers, but 
with more hit points and a bonus against horse units. Speed, range, and a 
bonus—what more could you ask for? 
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The Saracens offer a wide selection of viable units, with the exception of Stable units. 
Their biggest problem is the lack of any powerful land military bonus outside the waters. 
Their economy also becomes weak during the late game. It's best simply to stay on water 
maps. The Saracens' powerful navy can take over the high seas, to somewhat offset some- 
what their weak selection of economic upgrades. 


Teutons 


The Teutons were a Germanic tribe from the period of the Roman Empire. Medieval 

. Germany was called by many names, including Regnum Teutonicum. The medieval Holy 
Roman Empire, comprising primarily modern Germany, Austria, the Low Countries, and 
northern Italy, grew out of the eastern portion of Charlemagne’s Frankish empire. Over the 
course of the Middle Ages, German lords stretched their power east (the Drang nach 
Osten—’ drive to the east”), colonizing and reclaiming lands lost to early Slavic migrations. 
Although the empire’s central authority was often weak, especially as the Middle Ages 
waned, individual duchies remained powerful throughout the medieval 
Gy 

"n 1241, a branch-of Mongols under Batu and Subotei reached Europe 
in a two- ron Ed invasion from their Russian conquests. The northern 
flank met a force of Poles and Germans (including the Teutonic knights) 
at Liegnitz Gn modern Poland). The Mongols lure the knights forward 
with a feigned retreat, and then surrounded and defeated them. Days 
ater, the southern flank defeated the Hungarians and threatened to 
besiege Vienna. Europe was spared the fate of much of Asia, though, 
when Ogedai, the Great Khan, died and the Horde returned to Mongolia 
to proclaim a new leader. 

. Like their Frankish cousins to the West, the Germans developed an 
army around armored knights and were major participants in the 
Crusades to reconquer and defend the Holy Land. The knightly religious 
order they set up in Acre to defend German pilgrims—the Teutonic 

. Knights—eventually redefined its mission to conquer the pagan Baltic and 
-. Slavic peoples of north eastern Europe, continuing the drive east. The 
state they established in Prussia in 1226 lasted until 1525, when the 


— ed to secular control. 
In The Age of Kings, the Teutons are built around the late-medieval 
Prussian ideal. The Teutonic Knights are mighty Infantry units—the 
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game’s strongest human units, in fact. Their crusading zeal helps their Monks heal from a 
greater distance and makes them and their allies harder to convert in team games. Their 
mighty castles, such as the red brick fortress of Marienburg (in modern Poland), are reflect- 
ed in their more powerful Towers, Town Centers, and their stronger garrisons. 


bonuses & Unique Units 


* 2x Monk bealing distance 

e -33% Farm cost 

* *2 attack/*5 range Town Center 

* Towers garrison 2x units, fire 2x normal garrison arrows 
* Murder Holes technology free 

* Units more resistant to conversion (team bonus) 


* Unique Unit: Teutonic Knigbt 


Teuton Guide 


Defense is the name of the game when you play the Teutons. They are 
one of two civilizations (with the Persians) that lack a military bonus, fur- 
ther pointing up this civilization’s defensive nature. Their Conversion es 
Resistance team bonus is highly valued due to Monks’ improved strength in v 
The Age of Kings. Your teammates will never object to e d selection of the 
Teutons! ~ 

Newer players will love this T me S udin capabilities. The far- 
reaching Town Center combined with powerful Towers renders Teutons all 


Villager safety when planning your strategies. The Teutons can stay in the 
Dark Age longer thanks to this defensive power, which strengthens its 
economy for the long term. 

A cheaper Farms bonus, all things being equal, is superior to longer- 
lasting Farms. Although the two types of bonus types are equal in the long 
run, cheaper Farms have a smaller up-front cost associated with them. 
Because farming’s downside is that expensive up-front cost, inexpensive 


Ta 


but impervious to early attacks. The Town Center’s long range often reach- | 
es wood-chopping operations. Never overlook the value of increased safer — ^. 
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Fig.3-11. Teutons begin farming earlier than other civilizations. 


Farms are perfect. The Teutons have a nice ability of laying down a small 
— handful of Farms early without depleting their wood. 
The Teuton is one of four civilizations with fully upgradeable Monks. 
Although the Byzantines' team bonus enhances Monks, the Teutons are 
. the only civilization that receives a normal Monk bonus—long-distance 
. healing. Monks are fragile, slow creatures that seem to draw too much 
enemy attention. The farther they can stay from the battlefield, the 
_ better. A Teuton player should make full use of these long-distance 
healers, which serve a second purpose of converting back turncoat 
Teutonic Knights. 
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The Teutonic Knight is best described as slow-moving death. Their large amounts of normal. — - 


armor slows them to a crawl. They're the polar opposite of the Woad Raider (Celt unique © 


unit), swapping speed for strength in combat. Although they maul all melee units, Teutonic S 


Knights deal poorly with both ranged units and Monks. This makes any civilization with _ 


great Stable units a welcome ally. The weakness to Monks diminishes greatly in team games. 


Some believe Conversion Resistance is the game's best team bonus, and it definitely suits. 
the Teuton's style. c 

The Teutons bring some amazing defensive bonuses to the table, along with a strong | 
economy. Their tech tree offers good Infantry, Monks, and siege, but lacks both Cavalry and — 
Archery units. Although the Teutons are a perfect civilization for newer players, don't think 
for a second they aren't also powerful in the hands of an expert. 


Turks 


Two major (and many smaller) waves of Turkish invasion rocked Asia in 
the Middle Ages. The first great assault came from the Seljuks, who con- 
quered much of the mighty Abbasid caliphate, making themselves sultans 
to the Arab caliphs. Their horse archers were the scourge of Asia well 
before the Mongols, and they soon ruled much of the Muslim Middle East. 
They defeated the Byzantine army at Manzikert (1071) and Myriocephalon 
(1176), ushering in that mighty empire's demise. The Seljuks then splin-- 


emir of Bursa in western Anatolia (Turkey). These Ottomans, accustomed 


medieval army built on modern lines, with bombard cannon and Hand | 
Cannoneers. They spread into Europe, defeating the Serbs at Kosovo in 
1389. In the ensuing decades, the Ottomans conquered all of Asia Minor 
and the Balkans. They encircled Constantinople before its final collapse in 


II. In the post- 7be Age of Kings period, under Suleiman the Magnificent, 
Ottoman expansion continued into Syria and Egypt (conquering the 
Mameluks), as well as into Hungary and the gates of Vienna, which they 
besieged in 1529 and again in 1683. Not until after World War I did the 
Ottoman Empire come to an end. 
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tered into many emirates, with Mongol invasion ending their preeminence. _— 
From the ashes of Seljuk rule rose the Ottomans, named for Osman, the  - 


more to Asia Minor than to the steppe of their ancestors, developed alae 


1453, when it became the capital of the Ottoman Empire under Mohamed 
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Age of Kingss Turks are more Ottoman than Seljuk in nature, but their pre-Imperial Age 
strength in Mounted Archers and Camels reflects their Seljuk legacy. Their mighty unique 
units, the Janissaries (captured Christians raised as devout Muslim soldiers), were quick to 
adopt the handcannon as a part of their arsenal. The Turkish bombard cannon proved the 
undoing of Constantinople's thousand-year-old walls. As one of the first truly modern gun- 
powder-based armies, the Ottomans are well-represented in The Age of Kingss Turks. 


Bonuses & Unique Units 


e +50% Gunpowder units bit points 
Y -50% gunpowder technologies cost 
: * +15% Gold Miner work rate 
| * e Chemistry technology free — 
Light Cavalry technology free 
a Gunpowder units train 20% faster (team bonus) 


“ D - Unique Unit: Janissary | 


Turk Guide 


E : "The Turks are late-bloomers. They don't hit their stride until the Imperial 
Um Age, which means they must traverse a very dangerous path through the 
P early ages. In the Imperial Age, however, the Turks are one of the game's 
~~ dominant civilizations. With a slew of bonuses, including a team bonus 

and selection of units, their gunpowder abilities are unmatched. 

Faster gold mining is nice when feeding a huge army of Gunpowder 

. units. However, it won't boost your economy during the game's opening 
| phases. As a result, the Turks progress through the ages more slowly than 
— . most civilizations. 

. Game designers gave the Turks free Light Cavalry during beta testing 

o facilitate the Turk's progress through the first three ages. Always use 
these low-cost units to wreak havoc in enemy towns. Keep the pressure 

— on with sacrificial raiding at various locations. Employ any tactic that can 
help minimize defensive pressure. 
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Fig.3-12. The Turks’ impressive Gunpowder units combine for 
an overpowering attack. 


The remaining Turk bonuses relate to Gunpowder units. They receive 
free chemistry, allowing them to research Gunpowder units the instant they 
reach the Imperial age. The extra hit points are welcome: Gunpowder units 
are deficient in that respect. Needless to say, getting into a gunpowder war 
with the Turks isn’t the smartest strategy. 

Their Janissary unique unit is—surprise—a Gunpowder unit. In fact, it’s 
the only Gunpowder unit available before the Imperial Age. Like other 
Gunpowder units, the Janissaries pack quite a punch. They hit much hard- 
er than Archers, but they’re expensive. 
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A common Turkish strategy uses Light Cavalry to disrupt the enemy while racing toward 
a Castle. Once the Castle is in place, Janissaries hold off enemy attacks until the Imperial 
Age, when the Turks are in their prime. The Turks' strengths include buildings and Infantry. 
They're the only civilization to receive all buildings and related technologies. They also have 
access to all Infantry upgrades, with the exception of the Pikeman. You can use the Turkish 
Infantry as supplemental forces throughout the ages, but they should by no means be your 
primary forces. Strive toward the Imperial Age and take advantage of those amazing gun- 
powder toys. 


Vikings 


From 789 A.D. until the end of the ninth century, the Vikings terrorized much of the west- 
ern world. They raided Ireland, Scotland, England (where they established a kingdom based 


: in York), the eastern and western Frankish kingdoms, Muslim Spain, modern Russia and 


» — . [n 911, a Danish Viking named Rollo was granted a fiefdom in 


— Sicily, and southern Italy, and played a prominent role in the Crusades. 
= The Hautevilles were a remarkable Norman family. Five brothers left 
|... Normandy to seek lands in Italy. The most famous, Robert Guiscard 
— (Guiscard meant “wily” in Norman French) carved out the Duchy of 


Ukraine (where they established the principality of Rus), and Byzantium itself. They relied 
on their mighty /ongboats to strike quickly, moving up rivers 
-= not navigable by larger ships. They struck deep inland, where much 
treasure and little defense awaited them. They also sailed great distances, 
reaching Iceland, Greenland, and even Newfoundland, to form a mighty 
trading empire. 
..—. In the middle of the ninth century, the Vikings formed a “Great Army” 
— of Viking bands that campaigned annually for 30 years in England and 

— Frankish lands. Europe's villages, once guarded with palisades, now built 
. stone walls and powerful towers less vulnerable to Viking attack. The 

» Vikings helped push Europe into The Age of Kingss Feudal Age, ushering 
out the Dark Ages. 


. France—Normandy. Although the Normans soon adopted French as their 
language, the marauding spirit remained, and they conquered England, 


- Apulia from the remnants of Byzantine lands there. His brother Roger 
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went one better and took Sicily from the Arabs, paving the way for a Norman kingdom > 
on that island. Guiscard's son Bohemond and Bohemond's nephew Tancred were leaders on 
the First Crusade; Bohemond went on to become the first prince of the Crusader state — | 
of Antioch. 

The Age of Kingss Vikings are true to their seafaring past, with inexpensive ships candi 
Docks, in team games) opening up naval strategies. Their naval unique unit, the Longboat 
struck terror in Europe’s coastal and river communities, though unlike its namesake, the The 
Age of Kings Longboat cannot transport units. Their tough Infantry captures their hide | 
spirit, and their land unique unit, the self-healing Berserk, brings Viking sagas to life. The 
Age of Kingss Viking’s decent siege and defensive technologies reflect the Norman period of | __ 
castle-building in Europe and the Holy Land. 


Bonuses & Unique Units 


e -20% Ship cost 


* Infantry Hit Points: +10% in Feudal Age, +15% in Castle Age +25% A 
in Imperial Age D 


* Wheelbarrow, Hand Cart technologies free 
e -33% Dock cost (team bonus) ! iv 


e Unique Units: Berserk, Longboat 


Vikings Guide 


The Vikings resemble the Japanese, with their powerful naval and infantry 
bonuses. They’re also the only civilization with two unique units, and 
have the only unique unit that isn’t built in a Castle. Their team bonus 
makes the Vikings an intriguing civilization in large-scale team games on 
water maps. 
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Fig.3-13. Viking Longboats carve up a rival navy. 


The Vikings receive nearly the same staggered Infantry bonuses as the 
Japanese, but instead of attacking faster, Viking Infantry units have more 
hit points. Which is better? That depends on the situation. The extra hit 
points allow the Vikings to reach Archers better, but they're useless when 
razing buildings. Japanese Infantry and Viking Infantry are equivalent 
against other melee-type units. Many prefer the Viking infantry: they'd 
rather have an Infantry good against Archers than one with razing skills. 

The Vikings get the game's best free technology bonus. Always 
research the Wheelbarrow and Hand Cart when you reach their respective 

ages. Where this would cut into other civilizations' Villager production 
time, the Vikings can continue building Villagers the moment they reach 
Feudal and Castle ages. ` 
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Their two unique units are among the Vikings' major advantages. This civilization benefits 
more from building a Castle. Thus, Viking players should attempt to work Castles into their 
strategies. The first unique unit is the Longboat. This ship is built in the Dock—the only 
unique unit not created in the Castle. This marvelous boat is an improved version of the 
Galley. The Longboat advantage boosts the Vikings to a top-tier naval civilization. They 
should be a first pick on island maps. The Berserk, the Vikings' other unique unit, resem- 
bles the Celtic Woad Raider in its tremendous speed and lack of armor. Like the Japanese 
Samurai, Berserks receive the civilization bonus on top of their current attributes, rendering 
them even more fearsome. 

Analysis reveals a Viking naval dilemma, however. They have the game's most powerful 
ship bonus, but they lack both Fire Ships and Shipwright technology—which just happens 
to be equivalent to the Vikings naval bonus of 2096 cheaper ships. The good news is this 
technology is extremely expensive, ranging in the thousands of resources. Conclusion: 
Vikings are a naval powerhouse, but have weaknesses a keen enemy may be able to . 
exploit. Their land strengths include Infantry, Infantry, and more Infantry. Avoid diversifica- 
tion, especially Monks and Cavalry. | 
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4 New Featu l'es 


layers expect innovative features whenever a new game is released. 

And The Age of Kings doesn't disappoint: it beautifully incorporates 

unusual concepts into the RTS genre to create intense, entertaining 
gameplay. Some features—Record Game, for example—are long overdue in 
the strategy game market. Others, such as Global Marketplace, offer a new 
dimension in strategic planning. 


81 


Age of Empires II: The Age of Kings—Prima’s Unauthorized Strategy Guide 


Gathering Points 


This feature reduces some of the tedious micromanagement inherent in the RTS genre. 
Veteran Starcraft players will recognize the Gathering Points interface instantly: select 

a unit-producing building, and then right-click elsewhere to set a flag. All future units 

the building creates will go to the flag’s location. Assigning villagers and fishing boats to 
head for resources is the most convenient use of gathering points. This allows you to con- 
centrate on fighting and scouting, without having also to make sure your villagers are doing 
their chores. 

And don't neglect to employ this feature with military buildings. Set the unit gathering 
point from multiple buildings to a single location to create an enormous single army without 
the need to micromanage. Using gathering points properly also can turn the tide of large 
battles. Refer to “Advanced Unit Control” for details on this tactic. 


Garrisoning 


The ability to garrison buildings is perhaps the most noticeable change to 
gameplay in The Age of Kings. It has numerous strategic facets. 
iia, Understanding these nuances will give you a tremendous advantage over 
E the rest of the crowd when every second counts. 

If you've ever been attacked before you're ready to defend, you proba- 
bly wished you had a safe haven to turn to. The town center grants this 
wish, allowing up to 15 _ 
units to garrison inside, 
safe from attack. Villagers, 
and even Archers, can 
attack from inside the high- 
ly fortified town center. As 
a result, the hunter often 
becomes the hunted. 

Most units also can gar- 
rison towers. As with town 
center garrisoning, the 
tower protects garrisoned 


units from attack, and often Fig. 4-1. Villagers attack enemy troops from the 
they strengthen the tower’s safety of the town center. 
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Fig. 4-2. Villagers can 
hide inside this nicely- 
placed tower during 
an attack. 


own powerful attack. This new aspect renders towers more attractive than 

in previous RTS games. Although they remain a powerful, yet immobile, 
force, towers also provide protection from enemy assaults. 

This new defensive system yields yet another benefit. Troops gar- 
risoned within a town center or tower slowly recover their lost hit 
points. This is a most viable strategy when resources are tight, especially 
late in the game when they become scarce and it's difficult to replace 
fallen troops. 

Using gathering points, you can assign military troops to garrison 
the building that created them. To accomplish this prerelease garrisoning, 
select the military building and press (1); then right-click on the 
same building. This is the only point where troops can garrison 

military buildings. Once they leave, they can't venture back to the 

. building's protection. 

— This technique's primary benefit is the secrecy it affords you. It's diffi- 
cult for the enemy to gauge your troop selection and strength when your 
forces are garrisoned in buildings. Your opponent won't launch an 
Archer-based attack when five Skirmishers are waiting on the outskirts of 
your town. Instead, the enemy will concentrate on producing sufficient 
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troops to counter your defen- 
sive measures. But if you gar- 
rison your small army of 
Skirmishers inside your 
Archery Range, your foe 

will be unaware of the 
impending doom, and most 
likely will lose his or her 
entire army of Archers before 
a retreat is called. 

For example, a regiment of 
enemy troops surrounds your 
military buildings. Creating 
units from these buildings is 
futile: they face overwhelming 
odds; the enemy will slaughter 

them. But if you garrison the new units within the buildings, you can cre- 
ate a small army before you release them. Refer to *Advanced Unit 
Control" for details on this basic, strength-in-numbers tactical principle. 


Fig. 4-3. Ambush! 


Town Bell 


This new feature relates to the garrison ability. Access it from the Town | 
Center. Ring it once, and your nearby villagers will race toward the Town 
about their previous tasks. Always use the Town Bell instead of garrisoning 
manually to avoid the time-consuming job of micromanaging the villagers 
back to their earlier pursuits. 


Marketplace Commodities 


Running out of gold in the original Age of Empires halted construction on 
any unit requiring gold until you could mine more. This was extremely 
bad, especially when enemy forces guarded all the gold mines. In Age of 
Empires II, however, you can trade for resources via the Global 
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Marketplace. Gold is the medium of exchange: you can buy and sell it for wood, food, or 
stone. The catch is you must pay a hefty 30-percent tax (5 percent for Saracens) every time 
you conduct a transaction. Don't abuse the market for resources, however, or your ineffi- 
ciency will soon be your end. 

The market’s “active component” is interesting, as well. For example, if you sell 100 units 
of wood for gold, the gold you get for your next sale of wood diminishes and the amount 
of gold offered for wood increases. And because this market swing is global, your oppo- 
nent’s trading has a direct impact on your market prices. 

Thus, a market-manipulation strategy often creeps into games during the endgame. Gold 
is the most important resource of the Post Imperial Age and, as such, it runs out first. This 
puts the first player (or team) who captures gold by flooding the market at a distinct advan- 
tage. But you lose resources this way: flood the market too early, and you won't have 
enough resources with which to fight the enemy. Wait too long before trading for gold, and 
prices will be dreadful. Like all such aspects of good RTS games, it's a delicate balancing act 
that changes from game to game. 


Trade System— 
The Trade Cart 


Age of Empires disappointed many players in lacking a land-based trade 
system. The Age of Kingss Trade Cart corrects this in bringing trade to the 
forefront of economic strategy. This unit travels between allied markets to 
. deliver gold to respective coffers. Unlike Age of Empiress Trade Boat, the 
Trade Cart requires no other resources to generate gold. This amounts to 
free gold for those who estab- 
WA, lish safe trade routes. Building 
4 your marketplace in an allied 
B town expedites gold's slow, 
and dangerous, trading flow. 


Fig. 4-4. You can use the Flares feature to relay 
the location of an enemy Town Center to 
allied forces. 
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Flares 


Flares were designed specifically for team games. Click on the Flare button in the lower- 
right corner, and then right-click on the map at the point where you want the flare to go. 
Your allies will receive a sound cue and an *X" will appear on their minimaps. Use this fea- 
ture to relay enemy locations or ask for help. 


Relics 


As you lift the fog of war, relics will appear as golden dots scattered about your minimap. 

Only Monks can move relics. When a Monk holds a relic he can neither heal nor convert, 

which renders him vulnerable. When you place a relic in a monastery, it slowly earns gold 

for you at the rate of 30 gold per minute. This adds up over the course of a long game, 

especially if you capture multiple relics. 

Monks' increased strength and viability in Tbe Age of Kings makes relic-grabbing an 

acceptable strategy, because Monks should back up your armies. They ll 
traverse the map anyway, so you may as well get the relics! 


Palisade 
Walls 


The ability to con- 
struct walls during 
the Dark Age drasti- 
cally affects the bal- 
ance of play in The 
Age of Kings. You can 
use Palisade Walls to 
delay enemy 
advances—although 
they’re not extremely 


powerful fortifica- Fig. 4-5. Locate your Tower inside 
tions—until you reach Palisade Walls for protection. 
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the Feudal Age and better defensive measures become available. And don't worry about 
draining your wood supply: Palisade Walls cost only 2 wood per section. 

One intelligent strategy is to use Palisade Walls to construct “tower bunkers” early in the 
game. Then when you reach the Feudal Age, you'll have sites ready for defensive towers. 


Gates 


Walls may stop the enemy from coming in, but they also prevent your troops from 

going out! Although Age of Empires offered players the option of deleting their own 

. structures, the cycle of deleting walls, moving troops, and then rebuilding walls became 
tedious and time-consuming. 

— Players felt there bad to be a better way, and Ensemble Studios responded by creating 
Gates. This feature allows allied units to pass freely through a wall but won't open when 


|J . enemy units approach. A Gate can lock to prevent enemy troops slipping in with your 
 retreating forces. 


. Gates offer a humorous way to kill enemy troops: when enemy units 


b do follow your retreating troops through a Gate, it will slam down on 


Center. The Castle stands proud at 4800 hit points, with high amounts of 


them after your last unit gets through—splat 


e feature that sets The Age of Kings apart from all other RTS games is 

e Castle. This massive building produces special units for each of the 
game's 13 civilizations. At a significant cost of 650 stone, building the 
Castle is a much bigger undertaking than constructing other military build- 
ings. Its advantages are simply too great to overlook, however. Special 
inits are designed to enhance strengths and minimize weaknesses specific 
to each civilization. The Goths’ special unit—the Huskarl—improves their 
ability to deal with archery units, for example. 

As the third and final structure that allows you to garrison Field Troops 
q Villagers, the Castle also serves as a defensive strong point. But 
destroying a Castle isn’t as easy as taking down a simple Tower or Town 


* armor and the ability to inflict loads of damage. 
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Don't approach enemy Castles 
unless you vastly outnumber oppos- 
ing forces and have units specifically 
designed to destroy buildings: 
Battering Rams and War Elephants are 
the two best such Castle Age units. 
The availability of Bombard Cannons 
and Trebuchets in the Imperial Age 
renders the Castle more vulnerable. 


Record Game 


First-person shooters have always 

offered players the ability to record 
game demos. With The Age of Kings, 
this feature enters the 
RTS genre. Soon top | 
players' demos will appear on the Internet, allowing other players to learn 
from their maneuvers and abilities. 


Fig. 4-6. It'S possible to lose an entire army to a Castle. 


e $$ y 
Regicide 
In addition to default and deathmatch play, Tbe Age of Kings offers a com- 
pletely new game type called *Regicide." Its objective is to slay the enemy 
King before the enemy kills yours. 
You begin with a Castle, a King, and a small army of Villagers. Always 
garrison your King inside the Castle the instant the game begins. Don't fall 
victim to an early cheap shot! In team Regicide, an entire team usually 
attacks one opponent at a time, because after a player loses a King, the 
odds quickly change in favor of the attackers. Thus, a 2-on-2 or 3-on-3 
game quickly becomes 2-on-1 or 3-on-2. This strategy is unique to Regicide 
play because the attacked player can't rebuild in an allied town. Once the 
Castle falls and the King is assassinated, that player is eliminated. 


88 


5 Advanced Unit Control 


Hotkeys 


otkeys are keyboard shortcuts to certain gameplay tasks. Instead of 

clicking first on the building icon, and then on a house icon, for 

example, you can press (B), (E) and get the same result. The time you 
save using shortcut keys speeds up the entire game. 

If you're serious about your game, you'll want to memorize hotkeys. Handiest 
of The Age of Kingss dozens of hotkeys is (.). Press it to go to the nearest idle 
Villager. Using this shortcut makes it far easier to keep your Villagers working. 
And pressing (,) to cycle through idle military units can be a real lifesaver when 
you must gather your entire military to defend your town. Those few stray units 


could turn the tide of the battle! 
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Select/Create Hotkeys 


Bem Select Hotkey Create Hotkey Where Created ~ 
Town Center or (Ctrl }+(N) (BHN) Villagers; 
Monastery +Y) D vilage | : * 
Dock «(D) (B (b) Villages A —. 


Lumber Camp (Ctrl }+{Z} (B)*(z) Villager 2 


Mining Cam (Ctrl +G) [Ju] Villager | " 
8 p p 
CoD DD Villager 


Mill 

Market (Ctrl (M) (B}+{M) Villager 
Blacksmith (Ctrl }+(S} (B}+(S) Villager E 
University (Ctrl +U) HU) | Villager : 

House — Be ! "i f Villager 

Farm z. orae i a Villager | 

Fish Trap = : (R) l Fishing Ship ~*~ 3 
Wonder -— (BJO) . 7 y Villager - 3 


Barracks 


Archery Range 


Stable 


siege Workshop 


Castle 


Outpost 


Watch Tower/Guard Tower/Keep | — : (VHT) * 3 Villager 
Bombard Tower — (VH) F Villager 
Palisade Wall — (VHP) Villager 
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Stone Wall/Fortified Wall -— (VHW) Villager 
Gate — (Vj) Villager 
Villager — Town Center 
Militia/Man-At-Arms/Long 
Swordsman/Two-Handed —- Barracks 
Swordsman/Champion 
Spearman/Pikeman — Barracks 
Archer/Crossbowman/Arbalest -— Archery Range 
Skirmisher/Elite Skirmisher — (R) Archery Range 
Hand Cannoneer — Archery Range 
Cavalry Archer/Heavy — Archery Range 
Cavalry Archer 
Scout Cavalry/Light Cavalry — Stable 
Knight/Cavalier/Paladin — Stable 
Camel/Heavy Camel — Stable 

. Mangonel/Onager/Siege Onager a Siege Workshop 
Peeing Ram/Capped Ram/ — (R) Siege Workshop 
Siege Ram 

| Scorpion/Heavy Scorpion — siege Workshop 
Bombard Cannon — Siege Workshop 
Unique Unit/Flite Unique Unit — Castle 
Trebuchet — (R) Castle 
Fishing Ship — Dock 
Trade Cog — Dock 

. Transport Ship — (P) Dock 
Galley/War Galley/Galleon — Dock 
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Fire Ship/Fast Fire Ship — (R) Dock 

Demolition Ship/Heavy Demo Ship — (D) Dock 

Cannon Galleon/Elite — Dock 

Cannon Galleon 

Viking Longboat —- Dock 

Trade Cart -— Market 

Monk — Monastery 

Other Hotkeys 

Action Where Done Hotkey 

Create Group Number Selected units (Ctrl}+ (number of units) (for example, 
(Ctrl }+(7] to create Group 7) 

Select Group Number — (number of units) (for example, [5] to 
select Group 5) 

Select and Go to Group — (Alt ]- (number of units) (for example, 
(Ait }+(3) to select and go to Group 3) 

Ungroup Military unit(s) (Ct (0) d Is , 

Patrol Military unit(s) (z)* right-click other patrol Stop 

Guard Military unit(s) (X]* right-click T to guard ~ 

Follow Military unit(s) (C}+ right-click unit to follow 

Aggressive Stance Military unit(s) De 

Defensive Stance Military unit(s) (D) 

Stand Ground Military unit(s) 

No Attack Stance Military unit(s) (O) 

Select Formation: Box Military units 
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Select Formation: Flank Military units 
Select Formation: Horde Military units (Q) 
Select Formation: Line Military units (a) 
Select Formation: Staggered Military units 
Attack Ground Siege unit(s) Kill (destroy) Unit Any unit 


Select Idle Villager/Fishing — 
Ship/Trade Cart 


O) lg 


Select Idle Military Unit -— 


Select All Units of One Type Any unit Double-click on Unit 
Repair Building/Ship Villager (R}+ right-click building/ship to repair 
Ring Town Bell Town Center 
Go Back to Work _ Town Center 
Stop Current Action Any active unit 
Set Gather Point .. Any unit (1}+ right-click Gathering Point 
| producing building 
Garrison Unit | Any unit (G}+ right-click on building to accept 
unit 
Ungarrison All Units | Building with 
! garrisoned units 
Pack 4 Trebuchet (P) (takes 11 seconds) 
Unpack Trebuchet (takes 11 seconds) 
Heal Monk (E)* right-click unit to heal 
- Convert Monk (C}+ right-click unit to convert 
Flare — | (Ait HF} click on area flare will appear 


in the minimap 
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Go to Last Notification — 
Go to Selected Unit Any Unit 
Minimap Combat Mode E (Alt }+(C} 
Minimap Normal Mode — (Ait J«(N) 
Minimap Economic Mode — (Alt (R) 
Objectives — (Alt }+(O} 
Pause Game — 
Display Game Time — 
Display Score — 
Display Technology Tree — 
Menu — F10 
Chat Dialog — (Att }+(T) 
Review Chat — 
Messages Backwards 
Review Chat — 
Messages Forwards 
Send Chat Message — | 
Slow Down Game / — (-)/ 
Speed Up Game 
Scroll Down — 
Scroll Left — 
Scroll Right — 
Scroll Up — | 
Diplomacy = (ait }+(T} 
Rebuild Expired Farm Farm Right-click on Farm . 
Save Screenshot — Printscreen (saves BMP file in AOK 
directory) 
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Cloning 


Cloning was born in Blizzard’s classic game Warcraft II. When successful, the results of this 
tactic are amazing. The first cloning masters could destroy entire towns with Goblin Sappers 
(essentially kamikaze bombers) in a matter of seconds. These players were branded 
“cheaters” until their secrets were finally revealed. Although The Age of Kings places less 
emphasis on individual unit micromanagement, cloning remains useful for many situations. 
Say a handful of Persian War Elephants attacks your Castle. You approach with five 
Monks, meaning to convert these wild beasts, but scrolling between the moving Monks and 
the War Elephants takes too much time. Your first Monk begins chanting before the others 
are issued commands. The enemy counters with a small contingent of Cavalry Archers, 
which forces your monks to garrison their Monastery in defense. Your Castle falls to the War 
_ Elephant siege because you couldn't get multiple Monks to convert Elephants fast enough. 
... You could blame this defeat on a slow mouse hand, or a game speed that was too high— 
or you could learn cloning and never deal with this problem again. Had you 
employed cloning, all five Monks would have begun their conversion 
chant simultaneously. 
Cloning requires the ability to deselect a unit from the current group 
on the menu portion of the screen. Age of Empires lacked this interface 
capability, and so cloning wasn’t possible. In The Age of Kings, however, 
you can (Ctrl}+ right- 
g click to deselect the 
target unit from the 
group. In cloning the 
Monks, you'd assign a 
group of them to 
covert the same unit, 
deselect one Monk 
(who continues con- 
verting that initial 
unit), and then reas- 
sign the new group to 
convert another unit. 
You'd repeat this pat- 
tern until each Monk 
has a unique target— 


Fig. 5-1. All the Monks begin 
converting simultaneously. 
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the moment they all begin chanting their conversion song, if you’re sure to assign them all 
while the target units are out of range. This gives the enemy no time to react and send in 
counter forces. Obviously, you must leave enough room between your Monks and the 
enemy units to avoid wasting mana with multiple Monks converting the same unit. The dis- 
tance will depend on your mouse speed and your experience with the cloning tactic. 

The advantages to cloning relate to speed and accuracy. First, you needn’t move back 
and forth between your units and the enemy troops. The screen stays centered on the tar- 
geted enemy forces, allowing easier selection. The second advantage is that you select the 
unit icons on the menu bar instead of actually selecting the units. Because the menu bar 
remains in the same place, but the units are moving around, this method is much quicker 
than trying to click on the units. If you attempted this using traditional means, you’d have to 
select moving units—difficult if your computer is lagging. 

Why not assign a hotkey to each Monk and then just cycle through the numbered 
hotkeys? This is an efficient unit control method, but setting it up creates some overhead. 
You can employ cloning at any time, in any situation. 

You can use cloning in other situations requiring massive unit ciro, as well. It makes 
assigning six or seven Battering Rams to different buildings a snap, for instance, Want your 
Demolition Ships to destroy a specific part of the enemy navy? Cloning is 
the answer! You'll find many ways to apply this devastating tactic. 


Fig. 5-2. The devastating result of successful cloning. 
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Streneth in Numbers 


Never attack the enemy unless it accomplishes some goal. It might be a strategic objective, 

such as taking over an important map area, or preventing enemy Villagers from mining a 

specific Gold Mine. Accomplishing numerous small, strategic goals ensures victory. 
Attacking piecemeal is poor strategy in Tbe Age of Kings. The enemy will slaughter 

the handfuls of attacking units easily, especially with the Town Center garrisoning feature. 

You gain nothing from such attacks, and always should wait until you can assemble a 

larger force. 


Combined Arms 


Given The Age of Kingss counter-units and rock-paper- 
scissors balance, players must design their armies to 
include multiple unit types. This is 
called combined arms. Where an 
army of Archers will get slaughtered 
if Knights charge into their ranks, a 
Pikemen-supported Archer contin- 
gent will fare much better. Armies 
comprising three or four unit types 
are a common sight in The Age of 
Kings. Two unit types covering each 
other's weaknesses usually form 
a good combined-arms military. 
Avoid creating entire armies that 
share a common weakness—Crossbowmen and Skirmishers, both vulnera- 
ble to Knights and Mangonels, are good examples. 


Fig. 5-3. Here's one example 
of combined arms. 


Never-Ending 
Reinforcements 


Never-ending reinforcements is an advanced technique that employs The 
Age of Kingss Gathering Point feature to enhance large-scale military 
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attacks. Hotkey each of your military buildings to a number group. Q usually select Group 

1, but any number is fine.) Press the hotkey to select the buildings, and then right-click near 

the battle scene. You needn’t worry about commanding troops toward the action. As battle 

lines swing, keep changing your military buildings’ Gathering Points. 

For instance, if you’re pressing into the enemy base, press the hotkey to select your 
group of military buildings and right-click on the current battlefield. You'll receive a 
consistent supply of reinforcements to the battlefield, without being forced to micromanage. 
This extra time gives you an opportunity to create more troops, or to control those 
currently fighting. 

To create new troops using this system, click on a specific building’s icon in the menu 
bar. This takes you straight to the selected building, while keeping your main window cen- 
tered around the battle scene. Then you can use unit-specific hotkeys to create new troops. 

To practice this speedy system, set up a scenario with three barracks. Pretend battles are 
raging at various map locations. Try to keep each military building producing troops con- 
stantly without overusing the queuing system. Queuing is a feature that was added to AOE 
with the expansion pack, Rise of Rome and was retained in AOK. Queuing allows you to 
“stack up” the units you’re creating at a building. For example, instead of 
creating a single Villager at your Town Center, then returning to the Town 
Center to start production of the next Villager once the first one finishes, 
you can queue several Villagers at a time. When you combine the queuing 
feature with the | 
Gathering Points 
; feature (see 
— Chapter 4), you'll 

-be a much more 
effective player. 
. Remember to 
move the military 
buildings' 
Gathering Points 
to simulate 
changes of battle- 
field location. 

. Once you master 
this practice sce- 
nario, try adding 
more buildings Fig. 5-4. The enemy gets no chance to breathe 
and different as more troops arrive. 


building types. 
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- 6 Planning Your Empire 


he best civilization for your game depends on the map, your playing 

style, and the enemy's choice of civilizations. Refer to Chapter 2 to 

learnwhich civilizations are the best for each map. Playing style usually 
involves a player's aggression level and concentration on economy. For exam- 
ple, a player who gets the best results from attacking early shouldn't choose 
the Turks in a regular game. Players who thrive on defense and counterattack 
should consider using the Teutons or Byzantines. 

Examine each of the 13 civilizations thoroughly to see how each fits your 
playing style. Looking at the civilization bonuses and technology trees is a 
good place to start, but the only way to appreciate a civilization fully is to 
play a few games with it: try it out on the battlefield! 
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Rush or Powerup 


The terms *rush" and *powerup" have been around since the 
first RTS games were released. - 
Rushing means sacrificing early economy to attack ene 
before they're ready. Examples include Grunt rushing in. 
Warcraft II and Tool muc in Age of Empires. Devastating the enemy economy oft 
sets your smaller, weaker one. ^ 
But if the enemy absorbs or deflects your raid with defensive measures, it leaves your 2 
smaller economy at a tremendous disadvantage. 
Defending, absorbing, and deflecting early attacks lead to 
the powerup line of strategies—that is, assuming an early 
defensive stance to develop a larger economy than your 
opponent. This chances that you'll absorb the enemy rush 
enough that their economy will supply more troops over 
the long term. 
The Age of Kings implements many defensive features . 
that help players survive earlier attacks. Yet rushing 
remains an effective strategy, because, by definition, it's 
attacking earlier and more quickly than your opponent. 
“Rushing” is a relative term. Even if Feudal Age rushing 
usually can't defeat an empire, its positive effects can be 
worked into a broader strategy. : 
Furthermore, if most players go straight. af Castle constructio 5 
an early Light Cavalry raid amounts toa mush 


Rush 


Optimizing your age-advancement time is s crucial for. strong 
rushing strategies. Attack with superior units while the ene 
is defending with weaker ones. Rushers must execute their 
attacks on a tight timetable. If you don't strike the enemy while 
your units are superior in number and/or quality, your smaller 7 
economy will eventually make for defeat. 
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You must exploit the 
most rapid food collecting 
methods when you rush. 
Bypass dock-fishing and 
farming; their up-front costs 
are enormous. You'll need 
more Lumberjacks for this 
setup, resulting in a slower 
food intake during the 
opening. Hunting, shore- 
fishing, and berry-picking 
should account for your 
early food sources. Avoid 
mining stone, too. This 
leaves more Villagers for 
food collection, and less 
lumber to chop. Keep most 
of your Villagers gathering 
food for a quick Feudal 
Age advancement. (This is 
„an example. Not all rushes. 
. will be executed in the 
Feudal Age.) 

Find the gathering pat- 
tern that optimizes your 
intended timeframe. This 
optimization leaves weak- 
nesses in defense, flexibili- 
ty, and long-term econo- 
my—the price you pay 
for being a speed demon, 
and why your rush must 
do significant damage to 
_ the enemy. 
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Power Up 


The powerup, or *Villager boom," do 


gambles that a rusher can't harn 
quickly enough to offset x lon; 


sive methods.) . 
When you employ a pape 


ea neg ve impa < on a rush. Surviving 
ire advantage is the key to an effective 


/ Building an Empire 


ou'll begin The Age of Kings with few resources and followers, and 
from those humble beginnings you must forge a mighty empire. 
Are you up to the challenge? 
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Early Goals 


Your most important goal in the game’s opening minutes is to establish Villager flow—a con- 
tinual buildup of Villagers. When flow is interrupted, you'll fall behind economically. Build 
your entire strategy around keeping Villager production continuous. Lack of housing and - 
low food reserves are the primary potential hindrances to Villager flow, so monitor these 
factors closely! 

Another obvious goal is to save the food you'll need to advance to the Feudal Age. Don't 
worry about your exact food count early on; you don't need 200 food sitting there for no 
reason. Some players can time their resources to reach 500 exactly when they're ready to 
advance to the Feudal Age. This is unpredictable, especially given the game's new hunting 
system, so don't feel obligated to match everything perfectly. Going over 500 food isn't a 
problem; waiting for food while your Town Center remains idle is. Always err on the side of 
extra food. 


Food Sources 


The Age of Kings affords you many ways to gather food. Each has distinct 
strengths and drawbacks. Get familiar with each gathering method. 
Knowing which is the best food source for a particular situation is vital to 
growing your empire quickly. o 


Sheep 


Because it doesn't require a mill, shepherding is a useful way to gather 
food, enabling you to control all the Sheep you find back to your Town 
Center. The hard part is simply finding the scattered livestock: there aren't 
many Sheep, and they're spread all over the map. You must keep your ini- 
tial Scout moving as he or she seeks this highly sought-after food source. 


down the road. 
Shepherding gathers food slightly faster than Berry-picking. Make it 
your primary food source during the first few minutes. 
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Grabbing more Sheep than your opponent will give you a huge advantage : 


Building an Empire 


Berries 


Age of Empiress Berry Patch 
returns, but in a toned-down ver- 
sion. Berries are now among the 
games slowest food sources. Don’t 
collect them until you've taken 
advantage of all the Sheep in 
your area. If you go for the Berries 
first, your Villagers will collect 
. more slowly than enemy Villagers, 
and you'll lack the bandwidth to 
~ keep up. 
The number of "2 Patched | is 
- ignificantly less in The Age of 
Kings. No longer will you find Fig. 7-1. Berries are important sources of food. 
. three or four patches. You'll be 
~ lucky to find two, and often your first Berry Patch is also your last! 


Boar. 


Boars and Villagers run at the same speed, which makes luring the swine 
Town Centers and Mills an effortless task. Just make sure to have 
lagers waiting to help the poor soul doing the luring! 

. One approach is to garrison the luring Villager in the Town Center, 
especially if he’s been injured. Don’t construct a Mill just for Boar-hunting 
purposes. If you're hesitant to risk a Villager for luring, send a hunting 
and kill Boars where they stand. The ability to carry 35 meat makes 
ong-distance hunting viable in The Age of Kings. One caveat: be sure you 
ave other food sources near the Boar. Construct a Mill if there are at 

ist two Shore Fish nearby because you get food from the Shore Fish. 


Hunting Deer differs from hunting Boars in that there’s no danger 
involved, and luring isn’t an option. However, the same basic principles 
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of building a Mill apply. Don't place a costly Mill next to four or five Deer alone. In most 
cases, you should put off hunting until you've established a flow of Villagers. Hunters 
don't deposit food until after a long expedition involving two long treks and a lengthy gath- 
ering period. Wait to hunt until Sheep and Berries fulfill the demands Villagers places ome 
your food reserves. po 
Hunting is the fastest source of land-based food. This increased speed makes up for LS T 
travel time, in most circumstances. >on 


Shore Fish 


Shore-fishing's gathering rate exceeds that of most other food sources, bringing in food at 
about the same rate as hunting. Shore Fish are spread out all over the map, however. A Mill - 
located near five or six Berries is obviously more efficient a Mill than near one Fish. A few 
locations on most maps offer three or more Shore Fish close together. Construct a Mill at 
these spots immediately. The rapid gathering rate boosts your speed through the ages. 


Dock booming is toned down sign indi in The e of Kings. Both Docks © n 


and Fishing Ships cost more wood than they did in Age of Empires, and — 
Fishing Ships gather more slowly. The game’s improved hu ing p Ocess 
and the inclusion of Sheep put boat-fishing further d 
Building a small fleet of Fishing Ships during | 
Feudal and Castle times. Most players simply w 
Castle to exploit the naval economy. Play 
should know that Boat Fish gather faster than S| 
gather Shore Fish and head your boats toward the ep seas. ts 
A nice addition to boat- -fishing is the Fish Trap. Fishing Ships c can con- 
struct Fish Traps for a rather costly sum of wood. Think of it as a Farm in 
the water. Dock-fishing's main advantage is the increased speed a of gather- 
ing units. You can’t build a second Town Center un tl ge. E 
Dock picks up the slack by producing Fishing Ships while your original ^ 


versatile than Fishing Ships. The key is to build both simultaneously. 
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Town Center works on Villagers. Villagers are faster, cheaper, and more . b - ? 


Building an Empire 


Farms 


Farms have received a boost from their low standing in Age of Empires. The newer Farms 
support a faster gathering rate. Farmers now gather food just as fast as Berry Pickers. Farms 
also get a price discount. These cheaper Farms are much easier to build in sufficient quanti- 
ties to supply your growing empire. 

Because you can build Farms wherever you choose, your Villagers can remain within 
the protective range of your Town Center, merrily farming away. The downside is the up- 
front lumber cost. Unlike other food sources, you're limited to one Villager per Farm. 
Massive amounts of wood must be chopped to set up many Villagers on different Farms. 
This tremendous logging project, like boat-fishing, has a negative impact on Feudal and 
Castle Ages. 


Dark Age—Normal Opening 


Normal games begin with three Villagers, a single Scout, and the heart of 
your empire—the Town Center. Begin by assigning the Scout to search 
the local surroundings for Sheep. He or she always finds four Sheep near- 
by. Two of your initial three 
Villagers should begin con- 
structing a House immediate- 
ly, while the third looks 

for Sheep, as well. Town 
Centers sustain only five 
units. Until you've built the 
first House, you can't create 
more Villagers. 

Don't build a Mill or gather 
Berries yet. Berries' slower 
gathering rate relative to 
sheep makes it more difficult 
Fig. 7-2. Shepherding should satisfy to establish Villager flow. 

your early food requirements. Place your first six Villagers 

on shepherding duty. Keep 
your Scout moving, exploring 
the local surroundings. Cover the coastline for Shore Fish, and note any 
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gold or stone. Send any Sheep you find directly back to your Town Center. Once you have 
six Villagers, set your Town Center Gathering Point on the closest trees. Don’t bother assign- 
ing them individually; let the AI do the work. 

This is where you must make your first critical decision—whether to build a Lumber 
Camp or Mill. Base your decision on the number of 
Sheep you find and on your civilization. For exam- 
ple, the Mongols should exploit their faster hunting, 
but the Japanese can build both. If you’ve discov- 
ered eight or more Sheep, build a Lumber Camp 
immediately. Eight Sheep will sustain Villager flow 
until you can chop the wood you need for a Mill. If 
you haven't found enough Sheep, construct a Mill 
near the best secondary food source. Sometimes 
you can build a Mill among multiple food sources. 
Be sure to take advantage of this fortunate situation. 

Once your population reaches eight, it’s time to 
build another House. As a rule of 
thumb, begin building a House 
when your current population is 
two fewer than you can support. 
Avoid building multiple Houses during thé first few minutes of gameplay. 
This isn’t much problem once wood reserves are sulle nt, Dut fo 

stick to building one House at a time. t 

Now begin working on a Lumber Camp c or r Mill ullicver you haven't 
built already). Your Scout should have uncovered all the local resources by 
now, so placing it will be easy. Put a fe Villagers on 5 ood-chopping duty 


Fig. 7-3. This Mill will act as a repository for 
both Berries and Fish. 


during this time frame. Keep just enough Villagers chopping wood to keep | 
up with Houses and new Mills. Don’t worry about building Minig Camps 
until much later into the Dark Age. | 
You should have a healthy Villager population, one Mill, a one 
Lumber Camp in addition to your housing. Keep the Town Center 
Gathering Point selected on the latest food source you're gathering. Now | 
construct a second Mill near a different food source. This position usually . | 
includes Shore Fish, because you don't need Mills for hunting. If youre — 
playing on a map without water, you can skip this second Mill. | 
Luring Boars back to the Town Center now becomes a priority. 
Command a Villager to shoot the closest Boar with one arrow and then run 
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back to the Town Center. Have five or 
six other Villagers waiting near the 
Town Center for the incoming Boar. 
Ambush the Villager-chasing Boar with 
the small horde of Villagers. This is 
front door delivery, courtesy of the 
brave luring person. Continue this with 
each of the local Boars. 

Your growing Villager population 
should number about 15. Command 
your Scout to search unexplored territo- 
ry for the enemy and any remaining 

Sheep. It’s also time to begin worrying 
about wood requirements for Mining 
Camps. Assign more Villagers to the 
local Lumber Camp. If your plans don’t 
include Towers or an early Castle, don’t gather as much stone. 

Once your wood reserves are high enough, build your Mining Camps. 
Examine the terrain with future defenses in mind. It’s often useful to for- 
mulate a defensive plan early. (Refer to “Attacking the Enemy” for in- 
depth coverage of defense.) . 

If you’ve exhausted all the local food resources, you must begin farm- 
ing. The ability to build Farms in the Dark Age is a mixed blessing for 
inexperienced players. Although farming makes reaching the Feudal Age 
easier on a map with few resources, new players may become dependent 
on it. Its early availability tempts them to ignore more difficult, if faster, 
food resources in favor of long-term farming projects. Players who rely on 

early farming will fall too far behind to compete with those who take 
advantage of the full range of natural food. 

After your population passes 20 Villagers, consider advancing to the 
Feudal Age. A number of variables affect this decision, including civiliza- 
tion, number of opponents, map type, map layout, and your high-level 
strategic goals. Advancing early leads to safer scenarios, where Towers, 
Stone Walls, and superior troops will enhance your defensive abilities. 
Advancing deeper into Villager count translates to a stronger economy 
and improved long-term potential. 


Fig. 7-4. These Villagers are ready to ambush the Boar. 
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Dark Age—Docking Alternative 


The Dark Age becomes a different ball game once you incorporate Docks. Initial costs are 
quite high for a growing empire. Fishing is a bigger investment even than farming. 
Nevertheless, early docking strategies are viable on some maps, and make for slower, more 
powerful, buildups. This strategy involves assigning more Villagers to gather wood while 
Fishing Ships assist with extra food. 

This section walks you through various aspects of early docking strategy. By docking 
early, you cede the initiative to the enemy and assume a defensive stance. The plan is to 
defeat the enemy economically by developing a larger economy with long-term goals. 

Begin the game normally, gathering the surrounding Sheep and establishing a consistent 
Villager flow. Build a Lumber Camp as 
your first building, relying on the Sheep 
for your early food source. If you can’t 
find enough Sheep, an early docking start 
may not be wise. Keep your Scout explor- 
ing the coastline for suit- 
able docking locations. 

Your third building 
should be a Mill. 
Alternatively, you could 
dock second while using 
a quick Boar-luring tactic. 
But we'll stick with basics 
that apply to all maps. 
After they finish with the 
Sheep, assign six Villagers 
to your Mill. Place all other Villagers on lumberjack duty. 

After your Villagers have chopped 150 wood, place the Dock at the 
best location you can find. Peninsulas and corners are usually best, 
because they afford you the best chance at good boat-fishing. Remember, 
Fishing Ships gather Boat Fish nearly two times faster than you can 
acquire Shore Fish. Go straight for these deep-sea locations or you'll 
grow too slowly. 


Fig. 7-5. Docking during the Dark Age r 


equires many 
Lumberjacks. | | 
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Fig. 7-6. Avoid hav- 
ing to rely on 
Shore Fish with 
your boats. 


Move a number of Lumberjacks to a second food source. Docking a 
second time during the Dark Age tempts fate. Send all your new Villagers 
to this second food source. 

The objective is to reach the Feudal Age, and then the Castle Age, 
slightly after your opponent. Plan to advance to the Feudal Age just after 
you reach a population of around 35. Producing fewer Villagers and 
Fishing Ships with early Dock openings won't work well. Fishing Ships 
benefit you only over the long term. Sacrificing your early Villager count 
(making fewer than 35 Fishing Ships and Villagers) leads to a worse econ- 
omy than a standard opening would! 

The one difference to docking early is the need for Palisade Walls. 
This opening line usually requires walling your perimeter to stall the 
enemy. This buys you time to set up defensive formations and plan 
countermeasures. Even if you're still in the Dark Age, relocation is a 
strong defense against early attacks. Finding a safe position to chop 
wood can be tricky when enemy troops are chasing your Villagers and 
wreaking havoc. Once you reach the Feudal Age, you'll have your Tower 
(or more, if you mined stone). 
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ou'll confront your first real threat once the enemy reaches the 

Feudal Age. Men-at-arms and Archers become available during this 

time. Even after you research Loom technology, Villagers fall 
quickly to these troops. 

In this chapter you'll learn how to defend against attacks made throughout 
the ages. The Age of Kings is balanced so defense gets progressively weaker as 
players advance through the ages. This shift derives from the relationship 
between units and structures. Defensive structures are overpowering in the 
Dark Age. Military units, however, grow in strength with each age. Although 
defending during the Feudal Age is relatively easy, Trebuchets and Bombard 
Cannons wipe out defensive structures in the Imperial Age. This allows players 
to experience the full range of ages and prevents a five-hour stalemate. 
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Dark Age 


The Age of Kings starts you in the Dark Age. You can't build Towers, Stone Walls, or troops 
(other than the weak Militia unit) during this time period. This makes defending during the 
Dark Age difficult once your opponent reaches Feudal. 

You can employ certain tactics to extend your survival in the Dark Age, however. 
Defending during the Dark Age allows you to produce more Villagers as the enemy 
advances and thus leads to a stronger long-term economy. Learning to defend in this begin- 
ning age is vital! 


Town Center Garrisoning 


The Town Center is the nerve center of your defense. Plan your defensive setup around 
this powerful building. Flee toward the Town Center whenever trouble surfaces. You can 
kill two birds with one stone by hiding Villagers in this safe building as you damage 
enemy troops. 


Fig. 8-1. Use Houses defensively. 


119 


Age of Empires II: The Age of Kings—Prima’s Unauthorized Strategy Guide 


Building Placement 


Houses can serve a dual purpose, supporting your growing population and working defen- 
sively. Don’t locate your Houses haphazardly. Devise an overall plan and try to place 
Houses in strategic areas. Use them as walls at chokepoints, or as additional protection for 
Farmers. The benefits aren’t breathtaking, but every little advantage counts. 


Loom Upgrade 


The Loom essentially doubles the punishment Villagers can take under enemy fire. Villagers 
are an empire’s lifeblood, so this technology is mighty enticing for a mere 50 gold. It’s much 
easier to fend off an early attack if you've researched Loom. Your Villagers have greater suc- © 
cess reaching Town Centers under enemy fire, and will fight well against weaker Feudal Age 
units, such as Skirmishers. 

You can’t create Villagers during the time Loom is being researched in the Town Center, 
however. Falling behind early in Villager count is a surefire way to lose to an equally skilled 
opponent. Although the cost/benefit equation looks good in terms of 
resources, researching Loom during the game’s opening phases has nega- 
tive side affects. 

If you plan to explore with Villagers or to construct buildings near the 
enemy, researching the Loom becomes a top priority. The same Villager 
that would fall victim to a wolf before becoming “Loom-enabled” can | 
defeat two wolves simultaneously after you research the upgrade. Consider 
researching Loom just before upgrading t to a Feudal 4 or just after the 
upgrade finishes. 

The Chinese civilization, which starts vuh thee « extra diligen: (but only 
50 food), will have problems establishing a Villager flow after creating One 
Villager. Use that time wisely by researching Loom. 


Palisade Walls 


Now you can surround your growing village with Palisade Walls before the - 
enemy even gets the notion of attacking. The walls are very cheap—only 
two wood per tile—although admittedly not particularly strong. Palisades 
offer a lackluster 250 hit points with no building armor. A small group of 
infantry can tear through Palisades rather quickly. 
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: - researched in the Castle Age to remove this minimum range. The resulting 


Tum using too much stone to wall your perimeter; you may not have enough 
left for the Tower—a bad situation. You don't want to hide out in your 


Defending Your Empire 


So why build them in the first place? 
Mainly because of the time it buys you in 
delaying your attackers. Palisades might pro- 
vide the 20 seconds you need to finish Stone 
Walls. Or they can warn of enemy invasions, 
and allow you more planning time. Building 
Palisade Walls can pay off, especially if you 
think the enemy will strike early. 


Fig. 8-2. Palisade Walls provide the time you need to 


The Feudal Age gives you all sorts of new build Stone Walls. 
. defensive abilities. Stone Walls, Towers, and 
stronger military units enhance your ability 

to handle an attack. This may tempt you to advance to the Feudal Age a bit too soon, but 
you'll pay for it with a small, faltering economy. Utilize Dark Age defen- 

. sive methods as you grow your economic base, and don't worry about 
advancing to the Feudal Age until you have a booming economy in place. 


Towers 


- i lemecnins Villagers or — units can strengthen Towers, which, like 
other buildings that support garrisoning, offer a safe haven when the 
ct enemy attacks. Towers also have a weakness—minimum range. Now 
melee units can safely destroy Towers once they get close. 


Murder Hole technology, researched in the University, can be 


- weakness makes offensive towering extremely difficult to execute success- 
fully. It also complicates placing Towers defensively. 
— You begin the game with enough stone to construct one Tower. Avoid 


- Town Center all day! You may have to mine some stone to make up the 
- difference, but such early mining only slows you a little. Eventually 
= you'll want to mine stone for the powerful Castle, anyway, so consider 
going after stone early to improve your ability to defend against unex- 
pected attacks. 
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Placing Towers in range 
of the Town Center 
effectively removes their 
minimum-range weak- 
ness. If the enemy 
begins attacking your 
Tower, simply garrison 
your Town Center. This 
well-placed structure 
effectively increases 
your Town Center's 
defensive range in that 
direction. 

Or build two Towers 
that overlap and protect 
each others' weak spots. 


Of 
course, 
this 
tactic requires some early stone mining—but it's the best way to protect 
resources that lie too far from your Town Center's protective reach. 


Stone Walls 


Stone Walls stand tall at an impressive 1,800 hit points and very strong 
building armor. They're virtually invincible until Battering Rams come out 
during the Castle Age. Begin walling the area the moment you reach the 
Feudal Age. Walls delay enemy advances and tell you exactly where the 
attack is coming from. 

Don't attempt a major walling project with a single Villager. When 
time is critical, one Villager can't complete this task fast enough. Assign a — 
small army of Villagers to begin walling right away and you'll finish far ear- — 
lier. They can return to their usual tasks when the project is finished. : 

If you don’t plan to wall yourself in completely, then construct walls 
at key chokepoints—that is, any spot on the map where a natural wall or : 
barrier has a small gap you can block off easily. It could be where a forest 
nearly touches a large body of water or the edge of the map, or a gap 


Fig. 8-3. These two Towers provide cover for Villagers and each other. 
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between two forests. A few walls in strategic locations can force the enemy to come through 
your heavily fortified position. 


Countering an Early Attack 


In some situations, walling may fail to keep the enemy outside your town. Perhaps they 
attacked before your walls were complete, or transported around your walls, or perhaps you 
were lazy and didn’t build walls early on. Whatever the case, sometimes walls simply don’t 
hold off the enemy. 


Counter Units 


When the enemy first begins attacking, note the type of units he or she is using. This gives 
you time to construct an appropriate number of troops to counter with. Many early attacks 
will consist mostly of infantry units. Archers and Skirmishers can’t raze buildings, and must 
be grouped to fight Villagers. The two archery range units often support the attack, but most 
of the opposing army will be barracks units. 

The following list of Feudal Age units shows the preferred counter for each unit. A smart 
enemy rarely will attack with only one type of unit, however. Build your defensive units to 
counter the majority of their forces. 


Enemy Unit Counter Unit 
Infanti ! Archers 
| Archers. : Skirmishers 
Pf chars : Infantry 


Countertactics 
: Countertactics always should utilize the powerful Town Center. Enemy units will avoid it to 
concentrate on keeping your Villagers from mining gold and chopping wood. Your ranged 


units can lure the enemy into the Town Center's protective range. If the invading units keep 
. pulling back, keep shooting them. Either way, you have a winning situation. 
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Counteroffensive 


Invaders often spend all 
their resources to reach . 
their offensive goals. They 
believe sacrificing defensive 
measures will allow them 
to apply more pressure . 
to their target and thus 
make their opponent hesi- 
tant, or unable, to launch 

a counterattack. 

Players under the gun 
are often doing their best 
just to hold ground against 
the aggressors; they would- 
n't dream of venturing into 
: enemy territory. At times a 
well-placed counteroffensive can exploit this weakness, however. 

Counterattacks ease the pressure from your defensive position. This is important because 
without some way to get your attacker to back off a bit, the enemy would destroy your 
defenses quickly. A counterattack also might damage the enemy enough to force a retreat 
of most opposing forces. This gives you a window of opportunity to destroy the enemy's 
forward base and level the playing field. -.- 

Stalemating the enemy briefly is the perfect counterattack scenario. For example, say you 
hold key locations, such as a gold mine, with a Tower or the correct counter troops. You'll 
gain little by attacking your opponent's forward base. This is a perfect time to launch a. 
counterattack against the enemy's home base. : 

You want this attack to be a complete surprise, so leave your base via a route far from a 
the battle area. Attack the opposing offensive force with a few units just before you attack 
the enemy's town. This draws your opponents attention to your base while your troops 
have a field day in the opposing one. You'll be killing Villagers left and right before the 
enemy knows what's happening. | 

A counteroffensive can backfire, as when you can't spare the troops but counterattack _ 
anyway. With experience you'll learn the correct times to execute a counterattack. 


Fig. 8-4. Lure enemy infantry toward your Town Center. 
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Castle Age 


Offensive enemy troops stop avoiding Towers and Town Centers in the Castle Age. 
Battering Rams smash down the front door and raiding units tend to strike from every direc- 
tion. Defense gets tricky, requiring units instead of structures. The mighty Castle structure 
and Murder Holes technology are a couple of effective defensive options. 


Defending 
Siege 


Battering Rams are designed 
solely for building demoli- 
tion. They’re stacked with 
piercing armor, rendering 
arrow 
attacks 
ineffective. 
This nulli- 
fies the 
firepower 
from the 
three 

: buildings 
at support garrisoning—Town Center, Tower, and Castle. As a result, the 
balance shifts toward the offensive. The defender still has the advantage, 
iven the firepower of these defensive structures. But without comparable 
itary troops, you won't fare too well. You'll need melee units to deal 
opposing Battering Rams—enough to handle the enemy troops 

. defending the rams. 


l ig. 8-5. Battering Rams have no problem with Town Centers. 


efending Raiding Units 


~The Castle Age also brings two raiding units into the picture. The Light 
- Cavalry (upgrade to Scout Cavalry) and the Cavalry Archer use speed to 
disrupt the enemy. These units won't attempt to overpower your defens- 
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es. Instead, they aim to strike when you're not paying attention, or to hit ill-defended 
remote locations. By the time your troops arrive to engage these hit-and-run units, 
they've fled. 

You must deal with this guerrilla-type warfare or it will sap your empire's strength. 
Positioning handfuls of troops throughout your town won't work, because it leaves your - 
defenses vulnerable to a mass army attack. Walls are good against such raiding parties 
because they restrict possible entry points. The best solution, though, is to build more 
Town Centers! 7 


Building Additional Town Centers ` 


Reaching the Castle Age gives you the ability to construct more Town Centers. Doing so 
affords you more protection and the coveted ability to produce Villagers faster. Nothing 
improves an economy better than multiple Town Centers creating Villagers constantly. 

If the other side is producing more Villagers than you during Castle and Imperial ages, 
the enemy probably built more Town Centers on reaching t the Castle Age. The protection 
Town Centers provide renders enemy raids less profitable. Construct the 
secondary Town Center(s) near your resource locations. Then you need > 
only ring the Town Bell whenever raiding parties enter your city. The 
raiding units quickly will find themselves under attack and will cause © 
little trouble. Once they’ve fled (or died), your Villages, are safe to - 
resume production. : 


Castles 


The Castle is virtually insurmouiidile until the Imp 
entire army has been slaughtered and the enemy has multiple Bat 
Rams smashing down the front door, you can count on holding your posi- 
tion. Place these structures wisely: they'll turn the location into a strong 
point. The Castle’s destructive firepower forces the er : si 
attacking elsewhere, and from a different direction. 
Garrison the Castle, which makes. it virtually impenetral ble. 


120 


Defending Your Empire 


Imperial Age 


Fig. 8-6. The Trebuchet makes a real mess of things. 


A Any player who hasn't taken the offensive by the Imperial Age is proba- 
— bly in trouble. The Imperial Age completes a balance shift, giving the 
attack a distinct advantage. Units become stronger than structures, far 
. more powerful than in earlier ages. 
| The principal difference, however, lies in the introduction of two 
powerful offensive units—the Trebuchet and the Bombard Cannon. 
These units outrange all defensive structures, rendering them vulnerable 
. to their barrages. : 
Military units offer the only means of countering these offensive 
- dynamos. Relying on defensive structures during the Imperial Age will 
doom you to failure. | 
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n the late game, players who build an army better tailored to counter their 

opponents' armies will emerge victorious. However, complicated issues are 

involved when fighting before the Imperial Age. Knowing how to handle 
such situations can make or break an attack. 
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Feudal Age 


A Feudal Age death blow is rare in The Age of Kings. The attacker will face too many prob- 
lems against enemy defenses. The goal of a Feudal Age strike, then, is to impede, not 
destroy. This paradigm shift forces early attackers to be more careful and coordinated. 
Choose your targets wisely and keep building your economy throughout your attack. 


Defensive Obstacles 


You face many obstacles when planning a Feudal Age strike. First and foremost, a Town 
Center is planted at the center of the enemy town. You must avoid this building at all costs. 
The computer will garrison the Town Center immediately upon first strike, and so will any 
smart human player. Unless your army includes 15 to 20 Men-at-arms, taking down the 
enemy Town Center before the Castle Age just isn’t possible. Even if you do manage to take 
down the enemy Town Center, your opponent can just rebuild it elsewhere for 275 wood. 
The new Town Center is a bargain compared to what lost troops lose you 

in resources. Enemy walling becomes a secondary problem. Palisades 

offer immediately walling during the Dark Age. Stone Walls take an 

extremely long time to destroy before Battering Rams become available in 

the Castle Age. 


Resource Equalization 


Most Feudal Age attacks are based on the resource equalization principle. 
This is a fancy term for a common war theme: hurt the enemy for more 
than your early attack cost you. The compensation for your expended 
resources can be enemy Villagers, or just distraction. Keep the other side 
busy defending its economy while yours remains untouched; this is a 
great incentive for attacking earlier than expected. 

The number-one goal of Feudal Age strikes should be keeping the 
enemy from gathering gold and lumber. Your targets may flee toward the 
enemy Town Center for safety, but the Villagers who flee aren’t gathering 
resources while they’re garrisoned. Keep your forces away from the 
enemy Town Center; they won't last long under fire from a heavily gar- 
risoned building. Keep your troops sweeping around the Town Center 
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looking for additional mining and lumberjack 
operations. Squelch attempts to establish another 
flow of resources. 

After preventing the enemy from getting gold 
and wood, you can take either of two paths. The 
first, most common, route has you concentrate on 
reaching the Castle Age while your initial troops 
continue creating mayhem. Battering Rams and 
stronger troops intensify attack strength more 
than additional Feudal troops. This is safe path, 
considering that the enemy may reach the Castle 
Age despite your early attack. Remaining in the 
Feudal Age becomes a dire situation: Castle Age 
troops will decimate their Feudal counterparts. 


Fig. 9-1. Harass enemy Lumberjacks. 


Remaining in the Feudal Age 


The second strategic line involves a long-term commitment to the Feudal 
Age attack. Continue producing infantry as you add ranged units to the 
attack. Keep searching for enemy gathering sites and start smashing build- 
ings beyond the Town Center's protective range. Your ranged units should 
counter enemy Archers and harass farmers. If the enemy begins amassing 
Archers, build mostly Skirmishers to counter. | 

Remember to avoid venturing too far toward the Town Center with your 
ranged units. The defender constantly will attempt to lure your attacking 
forces, so this will take a lot of micromanagement. When you've amassed a — — 
large contingent of Infantry, it’s time to attack the Town Center. Don't attack _ 
with fewer than 18 to 20 Infantry. Expect heavy losses. Villagers may 
attempt to pop out of the Town Center and repair during this attack. Use 
your ranged units to prevent this. 

When the Town Center is nearly destroyed, you'll force the Villagers - 
out. Target them immediately with all your forces. The Town Center cant be 
garrisoned, and no longer poses a threat. The game will end if you can 
chase down all these fleeing Villagers. After you eliminate them, finish off 
the Town Center and begin work on the remaining buildings. If the enemy © 
hasn't established another town, the game will end. 
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Hanging around too long in the Feudal Age is risky at best. Play this strategy only if you feel 
particularly brave. You'll be in trouble if your initial attack didn't damage the enemy serious- 
ly. The enemy will reach the Castle Age and slaughter your Feudal army with just a handful 

of units. Surviving in the Feudal Age against a Castle Age opponent is nearly impossible. 

It’s difficult to land a successful blow in the Feudal Age if the enemy knows it's coming. 
Defense is too strong during the first two ages to come out swinging every game. Mix up 
your game plan to include intermittent Feudal Age attacks. This possibility of early surprise 
attacks will keep your enemies on their toes. 


Castle Age 


The Castle Age brings about the first of two major shifts toward the offensive. The two main 
additions to the offensive repertoire are Raiding units and siege weaponry. Raiding units rely 


ue : on speed and guerrilla warfare tactics. Use Cavalry Archers and Light Cavalry to wear down 


a Light . i ipea e fter you reach the Castle Age and you'll have an 
: instant raiding party! 


your target. Siege weaponry, most notably Battering Rams, takes a less subtle approach by 
proudly bashing in the frat door. 


| Raiding Parties 


Cavalry Archers and Light Ca «uy both possess the speed raiding tactics 
require. Each has enticin cteristics. The Cavalry Archer offers a 
iged attack and blazing sp d. Picking off farmers isn't quite as danger- 
E. with these mounted Archers. The Light Cavalry showcases strength 

- and superior vision. Finding enemy Villagers won't be a problem with 
Light Cavalry. Many opponents mistake the Light Cavalry for Scout 

| Cavalry and a A to (3 itg with agen: This results in a smat- 


- Try not to confront the opposition with your raiding parties. Your only 
E oal is to slaughter enemy Villagers. In effect, you want to sabotage the 
. other side's economy by attacking nonstop. And avoid specific coun- 

. terunits. Taking on Skirmishers with your Cavalry Archers, for instance, 
-just wastes your attacking potential. Butcher the enemy Villagers and get 
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out of there! Keep your raiding party moving around the enemy base. Exploit your raidinge 
units’ speed by probing the enemy continually for weakness. Attack with a vengeance 
whenever you discover an unguarded resource location! 


Fig. 9-2. The Light Calice rali enemy gatherings sites. 


Siege 


Castle Age attacks are complicated undertakings. The defending side still 
enjoys the advantage of its buildings. If equivalent troops meet in battle _ 
and a defender can reach buildings, that side will emerge victorious. Unlike 
in the Feudal Age, however, outnumbering Castle Age defensive forces by 
even a small margin can have game-ending results. - _ 

Attackers get a new trump card in this age. Battering Rams finally allow 
them to overcome a garrisoned enemy Town Center with ease. Loaded 4 
with piercing armor, these razing machines simply shrug off the arrows. F 
The enemy can't hope to stop a ram-supported army without a contingent — 
of melee forces. As the attacker, your job is to prevent these hand-to-hand 
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units from reaching the Battering Rams before they fulfill their destiny. Base your troop 
selection around countering enemy defensive units. Protect the Battering Rams and allow 
them to focus on the buildings. 

Always supplement your attacks with siege weapons. Otherwise, you're stuck with the 
same problem you had in the 
Feudal Age—dealing with 
enemy garrisons. 

Defensively, the Castle 
structure is like a Tower on 

.. steroids. Toppling this build- 
— ing is a monumental task for 
a Castle Age army. Avoid 
enemy Castles unless you've 
wiped out all nearby enemy 
resistance and have two or 
three Battering Rams ready 
- for the attack. Go after other 
- targets from different angles, 
keeping out of enemy Castle 
range. If you make no 
progress, advancing to the 
Imperial Age should become 
your primary goal. 


Fig. 9-3. Longbowmen ad Pikemen drop enemy twonp 
to give rams an open run. ; 


Imperial Age 


The Im erial Age finalizes the shift of power to the offensive end of the 
ctrum. You need no longer approach enemy structures with vulnerable 
Battering ` Rams, but can bombard them from a safe distance. The 
Trebuchet and the Bombard Cannon have better range than all the defen- 
structures, and force the enemy to engage them with ground troops. 
ong-range bombardment usually turns into a huge positional war. 

h side establishes a defensive encampment and slowly attempts to 

. push into enemy territory using appropriate counterunits: if the enemy 

- builds Cavaliers, counter with Pikemen and Monks. Because all players 
„have access to siege units, the victor is usually the player who can defeat 
the enemy army. Defensive structures can only supplement an army; they 
can't hold positions themselves. 


127 


10 Campaign Walkthroughs 


laying the single-player scenarios is a good way to familiarize yourself 

with the controls and the basic concepts of the game. Try to finish them 

without reading the guide first, but sometimes beating the computer can 
be a tricky affair. If you need help solving the campaigns that are included with 
Age of Kings, this chapter is just for you. 
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William Wallace Learning 
Campaign 


Veterans of Age of Empires and Rise of Rome may not find the William Wallace Learning 
Campaign particularly challenging, but it’s one of the nicest features in Age of Kings. 
Newcomers to the RTS genre and the AOE series can merely click on the Learn to Play icon 
to access the learning campaign and learn to play the game, step by step. 
The first three scenarios are nonstrategic. Simply follow 

the instructions and try to master the interface. Old-timers 
Fig. 10-1. Click on can breeze through these in minutes or skip them altogether. 
icr os ad Scenario 4, *Research and Training," is just as easy, but the 

Campaign English attack twice. Keep your troops east of your barracks 

and you should have little trouble. To be extremely efficient, 

select all your forces and hotkey them to (1). Then, when the 
attack comes, hit [1] and have them attack a soldier. You're most efficient 
if you concentrate all your men on one enemy and select a new common 
target when the first is dead. 


Scenario 5: The Battle of Stirling 


If you'd hoped to play through the classic Battle of Stirling scene from 
Braveheart (including the Scots’ collective “mooning” of the British army), 
you'll be a little disappointed here. Although this is the first scenario 
where you face any real threat, it shouldn't be very difficult to win. 

An English town of about eight Men-at-arms and four Archers lies to 
the west of you. A Palisade Wall surrounds the town and a Tower stands 
in the center. An Outpost lies just outside the walls. Your goal is to build 
up a force sufficient to tear down the Tower. 

Because this is a tutorial, the computer player, even at Hard, is kind to 
you. It won't attack until you click to advance to the Feudal Age, and 
even then it attacks with only a handful of Militia. The secret to winning 
this scenario easily lies in growing a massive economy and not leaving 
the Dark Age until your economy is huge and your Militia is quite large. 
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Map 10-1. 
Map of William Wallace Scenario 5 
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_ Age. Wait until you're very strong before choosing the upgrade. Make 


ps _ Militia waiting, you'll brush off the attack. 


“all your resources are pouring in, adding fish to the mix is fine. If you 
JA want to get really big, you'll need several food sources (which you can 


Campaign Walkthroughs 


You'll see Berries just northwest of your Town Center as the game begins. Don’t harvest 
these right away. First use your Villagers to build a few Houses (you have enough wood to 
put up two or three at the start), and queue as many Villagers as you can with your starting 
food. Select the Scout Cavalry (press (,) to autoselect; it’s your only military unit) and assign 
him hotkey (1). Send him northeast. When you hear the sound of Sheep, send them to your 
Town Center. Have the Villagers, who should be done with two or three Houses by now, 
go to work on the Sheep. Send one to a nearby patch of forest to build a Lumber Camp and 
start chopping wood. 

Send your Scout farther northeast until you find some Deer. You should still have enough 
wood to build two Mills Gf not, assign more Villagers to chop wood near the Lumber 
Camp). Place one Villager near the Berries, as well. Once you have several Villagers collect- 
ing the meat from the Sheep, send groups of two or three after Deer. When the main shep- 
herd group runs out of mutton, send them to gather Berries, two or three Villagers per 
bush. All the while, continue to make Villagers and supply sufficient housing. 

Now you must gather other resources. Make sure you have a strong lumber operation 
.to bring in a plentiful supply of wood. Your Celtic Lumberjack bonus comes in 
handy here. 

At some convenient point, send your Scout just northeast of the 
English Palisade, where he'll find some sheep. You can grab those with- 
out provoking English wrath. Just pay attention to the Scot when he 
reminds you not to attack the English prematurely. 
. You have free run of the map until you click to advance to the Feudal 


your economy massive (40 to 50 Villagers is sufficient). Build many, many 
. Militia units (aim for 20 or so from three or four Barracks). Erect a strong 

 House/Palisade barrier. Only then should you advance to the Feudal Age. 
As soon as you do, the English will send a minor raid. If you have 20 


— You can follow all the game's voice-over guidance, but consider hold- 

ing off on the Dock until you've set up a lumber mill for wood and 

. Mining Camps for gold (west of town) and stone (north of town, near 
the Deer patch). You have enough early food to ignore fishing, but once 


. convert quickly to Villagers). When you have a big surplus of food, make 
- Militia units. 
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This is a good time to practice a Dark Age “wall-in.” Make sure you have several Celtic — 
super-Lumberjacks bringing in wood. Near the “dead tree" the Scot recommends for a 
Tower, build a House up against the forest, with no room for walking between. Then, c 
House by House, work your way toward the sea, leaving no space between Houses, all the © 
way to the coast. You may have a little gap at the water. Cover this by building your Dock - 
there—again, adjacent to the last House. This airtight defense is much tougher than a 
Palisade Wall. Your population can approach 75 on the strength of these Houses alone. 

If you do this at the hill, when you click to upgrade to the Feudal Age, the English will — 
attack from outside your wall. Be sure at least one Villager stands outside the House wall; 
then build several Barracks (three, or even four). This shouldn't be difficult; by now you : 
should have more than 40 Villagers. Have each Barracks build five Militia men, so when you 
click to advance to the Feudal Age your army is large. When you upgrade, the small English 
attack will hit your House wall, and then die to your much larger army. | 

At this point you can grab all your Militia and send them toward the English. Wait until 
you advance and upgrade to Men-at-arms before you attack. Build a Blacksmith and start 
getting Infantry upgrades. You needn't delay your attack for this. 

Start with the English Outposts, outside the walls. Swarm each with 
your 20 Militia and have fun as each Outpost catches fire and is destroyed. 
Next, attack the flimsy Palisade. Cut a hole two wall-segments wide to 
make it easier to get in. If the English Archers try to protect the walls, 
charge through as soon as one wall segment is gone. Swarm the Archers 
quickly: they're no match for you. The attacking English Men-at-arms, how- 
ever, will do some damage. Be sure you outnumber them. If you need to, 
build a second wave, gather them away from the battle, and then send | 
them en masse to finish the job. ~ 

The Tower has no Murder Holes, so once you reach it, it's defense 
Send all your surviving Men-at-arms straight in. Sit ba k mu watch vou 
mighty force kill the Tower and win the scenario. i. 


Scenario 6: Forge bin Alliance 


If you’re truly new to the RTS genre, take your time and loeo. to all of the ~ 
good guidance your friend the Scot provides. But wl en your ally. asks for 
goods, ignore him. You don't real need his help to win. You may as well 
just go it alone. 
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Map 10-2. 
Map of William Wallace Scenario 6 
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One of the Relics you need to win is right in your town. Grab it immediately and place it 
in your Monastery. Next, send a Monk over to the ally's town, due west of you. When he - D : 
welcomes you, head north to about 11 o'clock. Grab the Relic and take it to your ue 
Monastery, as well. 

The English have a reasonable army of Knights, Crossbowmen, and Men-at-arms. The - 
easiest way to beat them is to ignore them for a long while and build up your economy. — 
You start in the Feudal Age, so put about 40 Villagers to work collecting various resources - 
in the area. Once wood is plentiful, build a Dock and make about eight Galleys. You won't 
need any more Archers or Men-at-arms. Build a Blacksmith and research all infantry and 
Archer upgrades. Also, make sure you get plenty of stone. You start with 500, but another _ 
500 will make the battle pretty easy. à 

When you're ready, click to advance to the Castle Age. Ready several Villagers and, as 
soon as you reach the Castle Age, build a Castle near the eastern shallows (on your side). 
When it's built, make about 10 Woad Raiders. As you do this, upgrade your Men-at-arms to 
Longswordsmen and your Archers to Crossbowmen. Also, upgrade your Galleys to War 
Galleys. Finally, have the Villagers who built the Castle add a Siege Workshop nearby. 

When you're ready, send in the ships near the eastern shallows. Have 
them attack the gate. This will draw out the first wave of English. At this 
point, pull the ships back so melee troops can't harm them and send in 
your army, continuing to use the ships to pelt enemy troops. A second 
wave of Crossbowmen will approach from the north. Attack them with 
several Woad Raiders. 

When this attack ends, you can waltz in and take the third Relic. Build. 
a Battering Ram and smash down the wall. Or take it down the old-fash- _ 
ioned way, and have your Mu bash it. Once you're 2. Kou should 
face no resistance. 

Send a Monk and a few troops to tals the Relic | in 1 the center, south: of: ~ 
the English town. Bring troops, because the English start with Archers — 
guarding the Relic (but your attack should draw them all out). Once you. 
have the Relic, you can saunter back and put it in your Morgen Of just. c 
wait for the countdown clock to tick down. : ef 
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Scenario 7: The Battle of Falkirk ` 


Map 10-3. 
Map of William Wallace Scenario 7 
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F 


You begin this scenario with a half-defended town, so make sure you keep all your 
Villagers busy! Continue hitting the idle Villager icon Cor (.). Assign every Villager the near- 
est task. Your resource collection 
buildings have been built for you 
already. Send the first few new 
Villagers to your half-built walls and 
finish them. Use a gate or two to 
make it easier to get out once 
you're ready. 

Research the Stone Mining 
upgrade to help speed your stone 
production. However, you should 
be getting enough to build a wall 
quickly around the whole perimeter. 
Next, start building Towers behind 


the wall. ; | 
Fig. 10-2. The enemy comes knocking 


Ignore the advice that tells you to upgrade to the Castle Age and build 
a Castle until you have a very strong economy and a large army of 
Archers, Skirmishers (to handle English Longbowmen), and Militia. Be sure 
to upgrade your Militia to Men-at-arms. A few Spearmen will nop, too. - 
This is going to be fun, so why leave them out? — 

Get all the Blacksmith upgrades—Infantry, Cavalry, and Archer. Get 
the Lumber Camp and Gold Mining upgrades; get the Wheelbarrow, too. 
You want to grow before triggering the attack, so buy everything that will — 
strengthen your armies or economy now, while peace prevails. Make your- —— 
self the giant who will swat away the English as if they were a gnat. : 

A second patch of stone lies on your side of the map, near your cen- 
tral Outpost. You may run out of stone at home and might want to mine 
that, too. Your defenses must be top-notch, and stone is the best route, in 
this case. Build a Tower there, and a Barracks, as well. Next, send a few 
builders to the shallows to the southwest and seal the shallows with walls. 
Meanwhile, send your massive army northeast and a Villager to build a 
Dock. You're going to transport your army across and attack from the rear! 

There should be plenty of stone for building walls and Towers, but if 
you run out, trade wood for stone. Your wood bonus somewhat diminish- 
es the pain of the market. Remember to save enough stone for a Castle. 
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When the Dock is finished, built a transport or two and ferry your army and a few Villagers 
across. Try to land toward the east side of the map (there are no English far to the east). You 
can sail north and find some allied ships, but they won't join you until the action starts. 

You're walled and towered, your army and a few Villagers are positioned far east of the 
English, and you have tons of resources. Now build a few more troops at home and select 
the Castle Age upgrade. Send the advance team to the very bottom corner of the map, and 
then move northwest up the edge to the far left corner. As soon as you hit the Castle Age, 
have your Villagers build a Castle there and upgrade everything you have. When you com- 
plete the Castle, William Wallace himself shows up with reinforcements. Make sure you've 
reached your population limit of 75 before you build the Castle so you can get more than 
100 troops. When you arrive at the Imperial Age, you'll need Trebuchets, so you'll have to 

"kill off" some of your troops. Send in your first wave and do as much damage as you can, 
trying to swarm the English Castle in the center of the town. You may not destroy it, but 
youll draw in all enemy troops and lower your population to fewer than 75. 


Fig. 10-3. Ultimate Goal 


During the mayhem, sneak in your advance Villagers and erect a Castle 
at the edge of the enemy Castle's range of fire. You should be able to 
build your Castle while the English Castle is under attack. Although you 
won't be able to reach them, this will give you an advance base and will 
draw out their Longbowmen, who will die one at a time. Garrison all your 
advance units in the Castle to heal them and increase your firepower. 
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Build five Woad Raiders and two Trebuchets in the rear Castle, not the one on the front 
lines. If you run out of gold, you'll find a large patch in the northeast on your side of the 
map. Have the Woad Raiders guard your Trebuchets, although by now the English should . 
be defenseless, but for the Castle itself. When you destroy this last bastion, you'll have 
defeated the campaign and accomplished something even the mighty William Wallace could- 
n't do—win the Battle of Falkirk! 


Joan of Arc Campaign 
Scenario I: An Unlikely Messiah 


The French army is bedraggled and forlorn. They’ve long since given up hope and have lost 
all motivation to fight. Then a young peasant girl arrives at the Vaulcoloures camp and con- 
vinces the soldiers to escort her to Chinon. There she’ll meet with the Dauphin, heir to the 
French throne. Your mission: get her to Chinon alive. 

You start in the French camp where you meet Sieur Bertrand and Sieur 
de Metz. Before leaving, collect the four Men-at-arms and four : 
Crossbowmen willing to follow and help you. Follow the road south to the 
two Dire Wolves. Kill the Wolves, using your Crossbowmen to dispatch 
them one at a time. Continue on the path and watch the spectacular | 
between the French army and the British. Don't get involved. Remember, - 
your goal is to get Joan to Chinon, not to kill everything in sight. After iy _ 
battle, continue to the river. There you'll encounter two groups of highway- cm 
men. They should pose little challenge. |. 

Follow the road as it swings north. Eventually, the road curves south- 
west and you come to a bridge. Cross it and follow the road. Kill the three —  - 
Dire Wolves along the way with your Crossbowmen, and continue into the — — 
village, where you'll pick up reinforcements—six Pikemen, four Men-at- 
arms, and a Capped Ram. - 
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Map 10-4. 
Map of Joan of Arc Scenario 1 


159 


Age of Empires II: The Age of Kings—Prima’s Unauthorized Strategy Guide — 


Take your troops back across the bridge and follow the road back the way you came. 
When you pass the first section of trees on the south side of the road, turn south. Youll — — 
come to another forest. Stay close to it and follow it around west, and then south. Soon 
you'll see the walls of the Burgundian encampment. A road on the southwest side of the - 
forest will lead you to the front gates of this Burgundian encampment. Four Archers and a 
two Light Cavalry wait for you to assault the encampment walls. Keep your forces beyond 
Archer range from the walls and send a single Knight to hit the gate once or twice. ^ 

This triggers the troops within to come out and attack. Quickly return your Knight to 
your troops. First out of the gate will be the Light Cavalry; dispatch them in a hurry, as 
Archers soon appear on the scene. The Archers are the reason for keeping your distance 
from the walls. If you get too close, they'll hide and attack with impunity from behind the 
walls and gate. After they've advanced a short distance from the gate, quickly charge before 
they can retreat back inside. If they make it back in, retreat and wait for them to show 
themselves again. Don't attempt to follow a unit through a gate: the gate will close, instantly 
killing any troops under it. Now make short work of the gate itself with your Capped Ram. 
Once inside, send the Ram to take out the Tower to the west. 

Head northwest and cross the river. Follow the riverbank to the south, and 
then west. After you pass the forest along the north bank of the east-west 
river, proceed with extreme caution. A large army of Burgundians waits near- 
by, and if they attack, you have no chance of defeating them. Leave all but 
one of your troops at the forest edge. 

Send a single unit, preferably a Knight, farther along the bank of the river 
until you activate the three Transports that await you. If you should activate - 
the Burgundian army, charge your lone unit at the enemy as you quickly d : 
your Transports down to your waiting 2 (To pom the gone select 


fills up, simply right-click on n andher and again on the Is Once your troops 
are safely in the Transports, follow the river southeast. You'll come to a fork 
where a Burgundian ship sits at anchor. Don't linger near the ship or it may 
attack. Make haste down the right fork and follow the river southwest. 

Soon you'll see a French Outpost on the east bank. Disembark the 
Transports and collect more reinforcements, including two Scorpions. This 
activates a force of Burgundian soldiers with a Mangonel. Dispatch the 
Mangonel quickly with your Knights, Pikemen, and/or Men-at-arms. Cross the 
river to the west, where a small force of highwaymen waits to attack you, as 
well. After you eliminate this final menace, continue along the road to the 
Chateau of Chinon. 
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Fig. 10-4. Victory 
at theChateau of 
Chinon. 


idw men 


C Army of Eran 


Scenario 2: The Maid of Orleans 


Joan has shamed the Dauphin into ascending to the French throne, and 
receives control of the French army. She receives a Warhorse, a set of fine 
white plate armor, and the sword of Charlemagne. She's now a capable 
combat unit. Take care not to lose her in battle, or you'll be forced to 
restart the scenario or reload a saved game. In this campaign, you can 
Teach the Castle Age. 
You start with a small force you must take to Blois, where a larger 
force awaits your arrival—and your command. On the road to Blois, 
you'll run into a small group of Burgundian Light Cavalry and Knights. 
You should be able to dispatch them handily. Prior to combat, you pass a 
Monk on the road—the only Monk you'll encounter for a long stretch. 
. Send wounded soldiers, including Joan, to him for healing after the fight. 
After you reach Blois and gather your new troops, head out the north- 
east gate and proceed north to the riverbank. Follow the bank east to the 
Dock, where two Transports await you. Use them to cross the river. Once 
all your troops and the Trade Carts are on the north shore, take them to 
the city of Orleans. 
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Map 10-5. 
Map of Joan of Arc Scenario 2 
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When they reach the Town Center, you'll receive resources to start your economy. 
Wall the bridge to the south right away, and then wall the area west of Orleans. Position 
your Crossbowmen in the Towers to the extreme east. Build two Towers to guard the walls 
at the bridge. 


Fig. 10-5. Bridge 
Defenses 


| Parass your walls A of the Cathedral. Use the many Farms west 
of the city for food. | 
The British tend to use Longbowmen, Spearmen, Men-at-arms, and 
onks, mingled with a few siege weapons. Counter the British Monks 
with your own Monks. You'll also need Monks to heal your forces during 
and after skirmishes. Monks are great assets against computer opponents 
_ because there tend to be limits to resources and population in campaign 
scenarios. A liberal supply of Monks will boost your economy by allow- 
ing you to get the most out of your troops. 
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Use Skirmishers, Elite Skirmishers, or Knights to counter the Longbowmen. Because of 
the abundance of English Longbowmen, avoid using Swordsmen. Don't engage Spearmen 
with your Cavalry units; they'll be hopelessly countered. To counter Spearmen, opt instead 
for Crossbowmen. 

Upgrading your units is important in most scenarios, and this one is no exception. Build - 
an Archery Range as one of your first buildings. The Archery Range will supply you with 
the Skirmisher and Crossbowman units you need, and later will allow you to build a Siege 
Workshop. Once you reach the Castle Age, build a Monastery so you can train Monks. Also 
build the Siege Workshop, because you'll need a few Battering Rams to take down the 
British Castle and win the scenario. Mangonels will help counter enemy Longbowmen, | 
British Towers, and walls. They're key, too, for destroying troops assailing your walls guard- - 
ing the southern bridge. Of the two northern British encampments, it's easiest to assault the 
westernmost encampment first. 


d 


Fig. 10-06. Razing a British Castle 


Having had a castle destroyed, the British will decide to withdraw from 
the Orleans area and you'll reign victorious. 
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Scenario 3: The Cleansing of the Loire 


Map 10-06. 
Map of Joan of Arc Scenario 3 
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Orleans and its surrounding lands are liberated. The king and his advisors, cowards at 
heart, sit back and do nothing. Joan loses patience, gathers the army, and sets off to free the | 
lands of the Loire Valley. Four British Castles stand in the Loire area. Fastolf's army, a veter- _ 
an force to reckon with, occupies the land to help defend the Castles. And what scenario 
would be complete without the menace of Burgundian troops? As in the last scenario, you 
can proceed only to the Castle age, and Joan must survive at all costs. 

You begin this scenario with a force strong enough to protect you into the Castle Age 
and beyond. Send a unit west toward the battle standard to acquire Transports and two 
Demolition Ships. Feel free to use the Demolition Ships to destroy a British ship at will. Use 
the Transports to land your troops on the north bank, at the map's east edge. A short walk 
northeast along the map edge reveals a gold pile at the edge of a forest. Establish your eco- 
nomic base in this clearing. There you'll find a fair amount of gold, plenty of forest, some 
stone, and Sheep. Don't dock and fish on the river, as the British will simply build up a 
large navy and destroy your work. 

Two Burgundian Towers lie to your north and west. Using Joan and your Knights, you 
can destroy these Towers with no damage to your troops. As you approach, jog left or right 
when the Towers fire. The Burgundians haven't researched Murder Holes, 
and thus can't hurt your troops once they're next to the Towers. (This illus- 
trates the extreme vulnerability of unsupported Towers.) 


Figure 10-07. Defense at the River Crossing 
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Begin collecting the Sheep scattered about the area. You can send a Scout along the river 
far to the west. There, just east of the British Dock, you'll find a few more Sheep. 

Three chokepoints work well as you begin walling in your economy. Just beyond where 
the northern Tower used to be you'll find a nice spot to wall. Wall the gap between the two 
forests north of your stone pile, blocking this entrance to your town. Finally, wall from the 
western forest to the river. Use the small forest between the two to supplement your wall, if 
you wall the hidden path that leads through it. 

As you wall yourself in, and even thereafter, small forces of Burgundians will cross the 
river from the west to harass you. Erect a gate on the west bank. 

Each time the Burgundians attempt to cross, they'll attack the gate, alerting you to their 
. presence. Simply dispatch troops to eliminate the threat, and then send a Villager to repair 
any damage. Focus on reaching the Castle Age and upgrading your units fully. In the Castle 

Age, build Monks to heal your original forces. You also can put Monks near the gate area to 
. convert any troops that come knocking. 
. To assault the Burgundian village, build a force of Cavaliers, Elite Skirmishers, and 
Crossbowmen. The village isn't walled, but has several Towers placed close together for 
.. protection. To effect a quick resignation from Burgundy, build three 
.— Rams, guard them with your troops, and take down some Towers. Upon 
'signing, Burgundy will delete most of his buildings, including all 
remaining Towers. Send Villagers to mine gold and stone left in his area. 


Fig. 10-8. Burgundy Destroyed 
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If you walled in your original town correctly, it will be largely left alone. Leave Joan in 
this town (she would become the main target in the battles at the Castles). Your army 
should comprise about 25 percent Knights, 25 percent Pikemen, 25 percent Throwing — 
Axemen, four or five Monks, and five or six Battering Rams. Upgrade all your units fully. — 
Travel with a few Villagers to erect defenses along the way and to repair the Rams as need- 
ed. Build defenses at every crossing of the north-south river to keep the British and Fastolf's 7 
armies off your flanks. ua 

A British encampment lies due north of the now-deserted Burgundy village. Of the duet 
Castles, raze this first. Work clockwise to destroy the remaining Castles. After your assault on 
the first Castle, you'll face one of the most strenuous battles of the campaign: Fastolf turns 
his steady stream of smaller forces into a torrent of destruction. You'll suffer severe losses. - 
Build a defensive area, including a Castle of your own and erecting plenty of Towers. 


Fig. 10-9. Defensive Area. 


Use this as an area for retreat and healing. You'll need to destroy | 
Fastolfs Rams immediately or his forces will flatten your Towers and your - 
Castle. Use your Monks to help even the odds, sending them back into the _ 
Towers and Castle as needed for protection. After this heavy assault, 
rebuild your forces and take down the third and final Castle. 
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Scenario 4: The Rising 


Fig. 10-7. 
ap of Joan of Arc Scenario 4 
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The king must go to Rheims to be crowned. However, the British hold Rheims and two. — 
other cities nearby. Joan orders those cities liberated. Take heart: you start in the Castle Age 
and now can ascend to the Imperial Age. If you can survive long enough to afford the — 
upgrade, you'll command Paladins. 

Scenario 4 begins at the east end of a road. Your initial destination is a village at the end 
of this road. A midsized force of British troops waits for you along the way. If you attempt - 
to circumvent these troops, they'll await you in the village. The soldiers will stand amongst i 
your future Villagers and slay them upon your arrival. Proceed down the road and engage 
the British. You'll take losses, but you'll survive. 

When you arrive in town, you'll get a handful of Villagers and a meager amount of 
resources. Immediately collect the Sheep west of town, or the enemies will snatch them up. 
Enemy troops will attack from a river crossing to the north, and another crossing near the 
former British camp. To head off these attacks, wall the crossing to the north and station 
your troops east of your village. Once the north is walled, work on walling the crossing to 
the east, as well. Don't allow your troops to cross the river; this instigates a large attack for 
which you're unprepared. 


Fig. 10-10. Northern Defense 


At this point the goal is to reach the Imperial Age and have fully 
upgraded units at your disposal. It's time to build your Blacksmith. When 
the resources are available, build a Monastery and train a few Monks. 
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As you begin amassing your army, concentrate on Knight units, upgrading them to 
Paladins. Erect a Castle to create Trebuchets and the Frank's unique unit, the Elite Throwing 
Axeman. Cavaliers, Scorpions, Onagers, Pikemen, and Longbowmen are the primary British 
units. Build Paladins to counter the Cavaliers, Scorpions, and Onagers. Build Throwing 
Axemen to counter the Pikemen. You can use both against Longbowmen. 

When you have a large army at your command, cross the river north of your town. 
Chalon is your first target. The Town Center lies just north of the crossing, and it's easy to 
destroy. After wiping out Chalon, build a defensive base on its former site. 

Rheims will send a lot of troops to harass you. Without these defenses you'd soon find 
yourself without an army to command. Build several Stables, a Castle, a Monastery, and 
plenty of defensive Towers. Use Trebuchets to take out the surrounding Towers. 


Fig. 10-11. Setting Up Defenses 


. Next concentrate on killing Troyes. A large group of Paladins will take 
down this Town Center without delay. Rheims has many Longbowmen 
and Onagers. Use a constant onslaught of Paladins to keep them at bay. 
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Fig. 10-12 Charge 
of the Paladins 


to attack this wall! 


Use a few Trebuchets to take out the defending Towers and Gate, and then 
move them forward and take out the Town Center to complete the scenario. 


Scenario 5: The Siege of Paris 


The king's advisors grow jealous of Joan and attempt to turn the King against 
her. Joan knows she must hurry if she's to complete her mission and liberate 
France. She heads to Paris to free the city of British tyranny. You must rescue 
at least six Villagers from Paris and take them to the Chateau of Compiegne. 
Along the way, you must rendezvous with the king's reinforcements south 

of the bridge. Again, you'll have no opportunity to build a town or reinforce- 
ments. Use your resources wisely: this scenario is the most difficult in the 
Joan of Arc campaign. 

Start by grouping your units by type and assigning them hotkeys; for 
example, assign your Bombard Cannons and Jeanne de Lorraine to (1) (see 
“Advanced Unit Control"). Set your diplomacy with the British to Neutral. This 
will keep enemy buildings from distracting your units from enemy troops. To 
destroy a building, select the units you wish to use, and then right-click on the 
building. Use Trebuchets as Scouts, implementing their extremely long sight 
range. With a Trebuchet, you can uncover any enemy unit without activating it. 
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Map 10-8. 
ap of Joan of Arc Scenario 5 
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After these preparations, you're ready to save the Villagers and liberate Paris. Follow the - 
west edge of the map until you encounter a few Towers and a Castle. Paris’s western gate © 
lies northeast. Destroy the Towers and Castle to give yourself breathing room. 


Fig. 10-13. 
At the 
West Gate 
of Paris 


Next, attack Paris’s western gate with your Trebuchets and Cannons. © 
The British will retaliate with Champions and Elite Longbowmen. Counter 
with Knights and Crossbowmen. Just past the Barracks inside the gates, 
you'll find the Villagers you must escort to the chate: | pur at eas 
six of them must survive. | c o=o a 
Three Galleons lie at anchor in 1 the river, and will attack as soon as. : 
you're close enough. Destroy them with your Cannons. A Castle lies direct- — 
ly south, defended by a Trebuchet, Elite Longbowmen, and Champions. 
Destroy the Trebuchet with your Cannons as quickly as you can. Use 
Knights to kill the Elite Longbowmen, and Crossbowmen to take out the 
Champions as they charge your position. Take out the Castle with your 
Trebuchets. | 
Head east toward the bridge, watching for a Cannon Galleon that will 
attack. Take it out with your Cannons. Gather your troops near the bridge. 
A Tower and two Monks lurk on the island. Take out the Tower with your 
Trebuchets, and send Joan after the Monks: don't allow her to take much 


154 


Campaign Walkthroughs 


damage. Two Onagers come to defend the island. If Joan is healthy enough, she can take the 
Onagers. Otherwise, use your Knights on them. If the Onagers come into range, take them out 
with your Cannons. To avoid losing Cannons, move them quickly should the Onagers fire on 
them. Once these blocks are out of your way, assemble your troops on the island. 


Fig. 10-14. 
Taking the Bridge 


Two Houses lie south of the bridge. Destroy them with your Cannons. 
Don't attack the Tower north of the bridge; this unleashes a massive 
horde of British troops. As you exit the bridge, the Tower begins firing on 
you. Use a Paladin or any other unit with a high Piercing Armor value to 
draw the Tower's fire while your Villagers pass through this danger zone. 

Head south to the gold. This activates your reinforcements to the east, 
and British Elite Longbowmen will ambush them immediately. Send your 
Knights to their aid, followed by the rest of your troops. Use your 
Cannons to make a hole in the wall next to the gold, and leave Paris. 

Travel north to the road and follow it south to the fork. Group Joan 
with the Villagers and save your game. It's very difficult to get Joan and 
the Villagers through. Engage the Burgundians with your remaining 
troops. Use Cavalry units to kill all ranged units. Run Joan and the 
Villagers to the square to end the scenario. Good luck! 

Regardless of whether Joan makes it to the.Castle safely, at the end of 
the scenario, she's captured outside the gates. 
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Fig. 10-15. Escape from Paris 


Scenario 6: A Perfect Martyr 


The English have captured Joan. They try her as a heretic, find her guilty, 
and burn her at the stake. Even in death, Joan breathes life into the people — 
of France. Now they have the will to fight, and rise to roust the British. | 
You must march on Castillion and raise the French flag on the hill. This 
scenario is fun, with full access to the Frank tech tree. 

You begin with Guy Josselyn, your narrator, and the Trade Cart holding c 
the French flag. The Trade Cart must survive to plant the French flag on : 
the hill in Castillion. Head southeast and activate the French army awaiting _ 
you. Now activate the French cannon troops across the river to the west. 
Your first goal is to kick the Burgundians out of their walled town and 
implement it as your economic base. 


156 


Campaign Walkthroughs 


Map 10-9. 
Map of Joan of Arc Scenario 6 
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Fig. 10-16. Attacking the Burgundian Town 


Repair any holes in the Burgundian walls, and then begin working on 
your economy. Remember to wall up or destroy the original Burgundian 
gates, as enemy troops still can pass through them. Move your troops to 


Fig. 10-17. Assemble your troops on the hill. 
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the hill west of your town, using your Arbalests and Hand Cannoneers against enemy 
Cavalry units. 

Next, wall the paths south and southwest of the hill to keep the British from helping 
Shrewsbury once you engage him in battle. Use the troops on the hill to protect your 
Villagers as they build the walls. Once you've secured your village with walls, head north to 
eliminate Shrewsbury. Destroy his Castle and his Town Center to effect his resignation, 
which leaves you alone with the British. Shrewsbury leaves behind gold mines and stone, 
useful to you later in the game. Use Towers, Castles, walls, and gates to secure the crossing 
between you and the British at Castillion. 


Fig. 10-18. 
Defending 
the Crossing 


Rousted from their town, the Burgundians have set up shop to the 
h y send a continuous stream of Infantry and Pikemen, and are 
rebuild. Before engaging the British, relieve yourself of this nui- 
sance. Don't destroy the Burgundian Market. This gives you the option of 
building a Market in Shrewsbury's town and using Trade Carts to supple- 
ent your gold supply. 
The British are fond of Scorpions and Elite Longbowmen in this sce- 
. Gunpowder units are best for dealing with this rabble. The enemy 
sails your defenses without letup at the crossing before you're ready to 
continue. Steadily build your forces and then advance toward the hill, 
building defenses and military buildings along the way. Once you've 
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Fig. 10-19. 
Rid France of the Burgundian presence. 
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Genghis Kahn Campaign 


Map 10-10. 
Map of Genghis Kahn Scenario 1 
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The first scenario portrays Genghis Khan’s campaign to unify the Mongol tribes under his ^^ 
leadership. It begins with the Khan ordering you, his trusted lieutenant, to contact the tribes 
and secure their allegiance. To do so, you must get or do something each tribe values; as : 

you ride into each tribal center, you'll receive instructions. Here are the tasks you'll be asked | 

to complete: : _ 


Ungirrads: Deliver a Holy Relic to them 3 
Kereyids: Deliver 20 Sheep to them m 
Uighurs: Kill Ornlu the Wolf : LT 
Tayichi'uds: Kill the Naiman tribe 

Naiman: kill the Tayichi'ud tribe 


Needless to say, only one of the Tayichi’ud and Naiman battle standards will be making the 
long ride across Asia with you. 

Your general strategy should be to complete the less FP fe tasks 
first; as each tribe adds its numbers to your forces, you can increase your 
ambitions. You can accomplish the tasks in many different orders (and 
some in different ways). What follows is one very safe approach. | 


Step 1: Get the Sheep first without fighting. 


You could raid the huge guarded Kara Khitai sheep pen in the hona b t 
there’s really no need: plenty of sheep roam free on the map. 
Find them and send them back to the Kereyids, taking care not to send. 
them through another tribe's town. v 
The Kereyids will be pleased with the Sheep and give you troops that 
effectively double your force. Plus, they give you two Monks! Although the 
Monks could assist in battle by converting enemies, be conservative and — - 
leave them in the Kereyid town. Use the town as a base and return there. F 
for healing as necessary. - 
In these and other efforts, be sure to avoid the Kara Khitai bases scat- 
tered about the map. You needn't destroy them to win the scenario, and _ 
they're powerful enough to grind down your forces. e 
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Fig. 10-20. 
Gather Sheep 
for the 
Kereyids. 


Tayichiu 


Ungirrad 


Step 2: Kill the wolves and get the Relic. 


A well-defended Kara Khitai Relic lies in the northwest, but you can get 
another at less cost. Three Wolves guard it in the northeast. You can dis- 
patch them easily, because they aren't smart enough even to defend each 
other; they just sit and watch as you battle their mates. Next, send a Monk 
to carry the Relic to the Ungirrads: don’t send him past the Kara Khitai 
Tower. The Ungirrads will join you—a small addition to your riders. 


Step 5: Kill Ornlu the Wolf and his pack. 


Ride to the far east side of the map and into the mountains, where Ornlu 
and his pack await you. They'll defend each other better than the earlier 
pack, but you're powerful enough now that killing them is an easy task. 
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Fig. 10-21. Slay 
Ornlu and his 
pack.] 


Right-click to attack th 
huntit with a villager. 


Returning to the Uighurs with Ornlu's pelt: you gain five Camels and 
the gift of Flaming Arrows—an important force indeed! Your band is start- 
ing to resemble a horde! 


Step 5: Visit the Naiman. 


Kill the Naiman tribe for their impertinence in demanding that you traverse 
the entire map to destroy their enemies. Now all you need do to win is 
pay a (nonhostile) visit to the Tayichi’uds to hear them swear allegiance. 
But don’t do it just yet. Instead, first visit every Kara Khitai area on the 
map and wipe it clean! It’s unnecessary to finish the scenario, but you'll be 
glad you did. 
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Scenario 2: A Life of Revenge 


As this scenario begins, your troops ride in to be entrusted with protecting the Khan's mas- 
sive Wonder tent, and with killing the traitor Kushluk. Your enemies are far more powerful 
than you, so you must make a sanctuary for your forces as you build them up. To do this, 

you must hurry! Although it remains a challenge throughout, this scenario is really won or 

lost in the first seven or eight minutes. 

Run to the nearby Tayichi'ud camp. You must pillage it to enslave a few Villagers to build 
up your army. One immediate problem: the Villagers will assist their Light Cavalry in 
defending the village, and confront your troops with clenched fists. They're not a serious 
danger to you, but you are to them. You'll need every Villager you can get in the next few 
minutes, so you can't afford to kill any, even accidentally. Instead, kill only the Tayichi'ud 
troops so the Villagers will surrender. To do this, circle the Village counterclockwise and 
approach it from the northeast so you encounter the troops first. Group your entire force for 
easy access. Sweep in and kill all enemy troops. If you keep targeting enemy troops (that is, 
continue right-clicking on them until they're killed), your forces will 
ignore the Villagers and keep attacking your chosen targets. 

Now you have a new village. Don't just stand there! Any minute now 
Kara Khitai bandits will sweep in, attacking Khan's Wonder and your vil- 
lage. They so vastly outnumber you at this point you have only one 
option: build a Stone Wall to keep them out (they'll hack quickly through 
a Palisade). Unfortunately, you can build Stone Walls only in the Feudal 
Age, so you must get there as fast as you can. Immediately start building 
Villagers with what little food you have and assign all to hunt. 

Once you have enough Villagers building more Villagers without inter- 
ruption, you can afford to assign the next few Villagers to get other 
resources. Send two to mine gold in the northwest, two to mine stone in 
. the west, and one to chop wood in the forest next to the gold. Have each 
build the appropriate resource-collecting building where they're working. 
Next build a mill in the far southeast next to the game there. Once you've 
collected all the food from the game near your Town Center, send all 
hunters southeast to work at the new mill. Keep building Villagers until 
. your total population is about 25. Then advance to the Feudal Age. 
During this period, you must destroy one Kara Khitai army of Archers 
and Light Cavalry. Your strategy should be to lure the fast Cavalry away 
from cover of the Archers; then wheel around and destroy them. Then 
ride down the Archers. 
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Map 10-11. 
Map of Genghis Kahn Scenario 2 
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As soon as you hit the Feudal Age, start building the Stone Wall. You'll need to wall off 
the entire eastern section of the map, where your Town Center and Khan's Wonder are 
located. Using the forest and cliffs to the northwest as a natural barrier, build a wall that 
stretches south all the way to the rock outcropping in the southeast. There's a one-tile crack 
in the cliffs on your northwest border: be sure to wall that too, or all your efforts will be for 
naught. Surprisingly, you need only one Villager to erect the entire wall; your computer foes 
won't attack this unit, even as it seals their doom. 

However, the enemy will make further attempts to wipe out your small army, so you 
must build up beforehand. As soon as you begin the Feudal Age upgrade, start building 
Militia from the Barracks the Tayichi'uds left behind Tayichi'ud. As you arrive in the Feudal 
Age, upgrade them to Men-at-arms; then use all your food and gold to make more. Cluster 
your entire army around the Barracks. When the second invasion arrives, you'll have just 
enough to defeat it. If your wall isn't finished by the time their third wave masses, you're in 
big trouble: time to restart the scenario. 


Fig. 10-22. After the wall is built against the Kara Khitai. 
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However, even with the wall up, you may not be out of the woods yet. The enemy forces 
bashing on the wall will shoot at your Villagers if they repair it. Thus, it’s usually quite difficult 
to keep the opposition from breaking in after several minutes. 

Use this time to upgrade and enlarge your forces to drive the enemy off for good. Build a 
ring of Towers near your Town Center and fill them with upgraded Archers. Guard them 
with Infantry and Light Cavalry. You should weather the storm if you wait for the enemy to 
come to you. After you rebuild the wall and upgrade it, the great danger is past. You still — 
must hurry, but the general idea is simpler now: build a strong economy and a large army. 
(See “Building Your Empire.”) 

Use the wild game as your first food source, while it lasts, as the Mongols are extremely 
efficient hunters. Although not absolutely necessary, it’s a good idea early in the game 
(while the route is still open) to sneak a Villager or two to the far southeast to harvest the 
Elk herds there. Attack only when you’ve built a huge force of Mangudai and Light Cavalry; 
sweep in and kill everything in sight. 


Fig. 10-23. Here comes the new boss in town. 
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Kushluk’s Scorpions offer little resistance. You have all the gold and stone you need; 
from here it's just a matter of building up your empire and crushing your weak enemy. 


Scenario 3: Into China 


In this scenario you become one of the few generals to ignore the maxim “never start a land 
war in Asia" and come away smiling. You must conquer all the Chinese empires and some- 
how get past the Great Wall of China in the process. Although this scenario is one of the 
game's most difficult (and justifiably so: it’s China), it’s also one of the most enjoyable; it 
will greatly test your creativity and flexibility as a general. 

As in many of these scenarios, you begin with just a small force of Cavalry. Clearly you'll 
need some Villagers to help you build. Fortunately, a town of Engineers lies across a river 
to the northeast; ferry your troops across using the Transport. Approach the Engineer town 
from the northeast, but retreat after shooting an arrow at the Militia to lure them away from 
their Town Center. Then turn and crush them; do the same to the Crossbowmen who fol- 
low. After you've killed the small Engineer army, head farther south and 
liberate your siege equipment and three Villagers. Set the Mangonel to 
work against the engineer Town Center and have your Cavalry slaughter 
all remaining engineer Villagers on the island. 

Meanwhile, your new Villagers have work to do. Waves of Hsi Hsia 
attack quite soon, so you.must build up extremely quickly. Charge half 
the Villagers with making a Town Center in the south of the island, near 

. the Shore Fish. Have the remaining Villagers build five Houses. Then 
. build a Dock in the far southeast and about eight Fishing Ships, even as 
you continue building Villagers. Using this fast-start strategy you can get 
to the Castle Age in about 15 minutes. Meanwhile, your riders must fend 
_off the first attack. They'll suffer losses, but should prevail. 


| very soon after you arrive in the Castle Age, and is harder to fend off 
. than the first. Because you start with lots of stone, the best way to survive 
is to build an east-west line of Towers just north of all your buildings. 


. them only to smash the enemy Battering Rams; let the Archers kill every- 
thing else. You should just barely be able to withstand their attack, but 


thereafter can upgrade the Towers and build up enough force to establish 
| a comfortable defense. 
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Map 10-12. 
Map of Genghis Kahn Scenario 
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During all this excitement, ferry two Villagers and a Light Cavalryman north across the 
river. Send them to build a second base in the northwest. Next, mine the gold and stone 
there as fast as you can. The Chinese will attack once they detect you there, so you also 
must build up a sizable army quickly. 

Build at least two Town Centers in the north; construct one between the two Berry 
Patches. Start creating Miners and Builders. In general, you must build only military and 
gathering structures here. Make structures such as the Blacksmith and the University on your 
island, where they're safer. Be sure to build a Castle and an army as soon as you can to 
deal with intruding Chinese. Whatever you do, don't attack the Hsi Hsia Outposts until 
you're ready to do full-scale battle. 

The strategic challenge at this point is to conquer four enemies with a total population of 
300 with your population of 75. Favor more expensive, powerful units, so you can amass 
more striking power. These units will need every possible upgrade. To do this, you must 
conquer more resources continually. With this in mind, perhaps the most obvious attack is a 
right hook against the lightly defended, resource-rich lands west of the Tangut Empire. This 
plan can work, but it will be quite a battle to get there. You'll need a strong siege to punch 
through the Great Wall (Trebuchets work best. After that, battle the 
Tanguts, Hsi Hsia, and Sung. Meanwhile, the Jin Empire, self-styled cultur- 
al leaders of the Chinese nation, will be busy building a Wonder. If you 
ignore it too long, you'll lose. 

Your initial thrust should be against the Jin. They have a formidable 
navy, so you must build one of your own to protect any Transports you 
send. Once you defeat their initial navy, they dispute the sea no further. 
However, walls and Guard Towers protect their island so well, you'll 
probably need Cannon Galleons to punch your way through. Water 
extends all through this map. About 2/3 of the Jin island is within the 
range of an Elite Cannon Galleon. A sure-fire strategy against the Jin is to 
build about six or eight Elite Cannon Galleons (protected by normal 
Galleons) bombard the enemy from the sea. Raze towers, kill the troops 
that come to the water's edge in an attempt to sink your navy with 
arrows, and destroy all buildings on the island that are within 
range.Unfortunately, you can't hit the enemy Wonder with your Galleons; 
you'll have to land troops to take it out. By the time your Cannons finish 
blasting the Jin, though, they'll offer little resistance. You should have 
plenty of time to build a Castle and a Stable on their island (cover your 
Villagers with your navy as they build); make Trebuchets, Mangudai, and 
Cavaliers to finish the job. 


171 


A Age of Empires I[: The Age of Kings ——Prima's Unauthorized Strategy Guide 


Fig. 10-24. Using 
Cannon Galleons 
against the Jin 


Once you defeat the Jin, you'll have access to most of the gold and 
stone you'll need to conquer the other empires. Soften up enemy defenses 
by sending in the navy again. Large and small rivers reach into most enemy 
lands, so send a big navy (including several Galleons) upriver, destroying 
everything you see. 

Send a few Transports loaded with Villagers and troops to the end of 
the main river. It's time to capture the lands west of the Tangut. Build a 
base there and capture all the nearby stone and gold. For now, stay clear | 
of the Sung lands south of the river; the Sung horde of Swordsmen is very 
powerful and you don't want to deal with them yet. Instead, push east 
against the Tangut and Hsi Hsia. It will be a slog, but if you build mixed 
forces of fully upgraded units you should have little trouble. 

Deal with the Sung last. Build several Keeps at each crossing to their 
domain. Put Archers in the Keeps and build Cavaliers and Mangudai to 
defend them. Now, provoke the Sung by raiding their territory. Their 
troops should stream toward the crossings at your Keeps; be sure your 
navy is on hand to help pound them into submission. 
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Fig. 10-25. 
Pound the Chinese 
rice paddies. 


Scenario 4: The Horde Rides West 


. In this scenario, your horde must conquer the mighty Persian Empire 
of the Khwarazm, as well as their neighbors to the north—the Russians 
and Merkids. Fortunately, the Khan's diplomats have fooled the Shah 
. of Khwarazm into allying with you. You won't remain friends long. 

The Shah is a great war leader, so one of your main goals must be to 
. get a few assassins concealed in Trade Carts near enough to him to cut. 
him down. Don't be hasty: the key to this scenario is finding the right 
time to strike. 

Instead of attacking the Khwarazm immediately, accept their friendship 
. and go after their northern neighbors. It's in this land that you'll find the 
. resources you ultimately need to smite the Shah. Don't attack anyone 
: immediately! Your two bases have enough resources to advance to the 
Imperial Age. The Merkids serve as a useful buffer between you and 
. the powerful Russians. Sit tight. Advance your economy to the Castle 
Age, at least; build a large army, and wall your western base against the 
Russian hordes. 
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Map 10-13. 
Map of Genghis Kahn Scenario 4 
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The huge cliff massif running most of the way down the middle of the map effectively 
cuts off your western and eastern bases. Be sure to divide labor efficiently between the 
two. Initially, do all wood chopping in the west and all mining in the east. Use both bases 
to collect food. Place all military buildings and troops in your western base, near your 
initial enemies. 

Another problem is the Shah's fickle affection for you. For the first 29 minutes, you can 
retain his good will simply by keeping your troops out of his city. But at minute 30, he'll 
declare war—unless he receives his “gift”; be sure he gets it. 


Fig. 10-26. 
Your Gift to 
the Shah 


You're in no position yet to conduct full-scale war against the 
Khwarazm. Instead, you'll be shooting the Russians at your walls! It's 
crucial to protect yourself from the Persians by walling them in. Early on, 
send two Villagers from your eastern base south to the Persian gate and 
cover it with at least three layers of fortified wall. Then do the same to 
the tiny entrance to the east. Purchase the Architecture upgrade to 
strengthen these walls still further; then, even with several War Elephants 
pounding on them, you'll have time to prepare. 
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After fending off the first Russian attacks and assassinating the Shah, sweep into the 
Merkid camp. They'll surrender quickly. Next, send a mix of Mangudai and Light Cavalry, 
supported by two or three Siege Onagers, against the Russian base. When groups of Infantry 
approach, stand your ground around the Onagers. Under your barrage of flaming boulders — 
and arrows, few enemy units will get to use their swords. Once you wear down the 
Russians, build Trebuchets and knock down their Castle and Barracks. Without these struc- 
tures, Merkids soon wither and resign. 

The Khwarazm are a far more dangerous opponent. Their Elite Elephants are virtually | 
unbeatable in battle, and the Khwarazm have the resources to make an awful lot of them. 
You can win only if you carefully place and protect several Monks. Build a large southern 
fortress, including a Castle and a walled, towered courtyard. Leave a tiny chink in the court- - 
yard’s rear wall for entry and egress. Build several Stables and Churches in the rear. Place 
10-12 Monks in the courtyard, along with the Onagers. Leave the rest of your army outside 
as bait! 


Fig. 10-27. Battling Khwarazm’s Elephants 
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Send a Trebuchet and troops to knock down the Khwarazm western gate: this provokes 
them to send countless War Elephants, Heavy Cavalry Archers, and Paladins to attack. 
Retreat to your fortress and start converting! Eventually, you'll have enough Elephants to go 
on the offensive. Repeat the process of walling in your Monks—as far into the Persian town 
as you can reach. This time, include Trebuchets in the courtyard to knock down the Persian 
Castle and other buildings. Keep constructing priestly fire-bases farther and farther eastward 
until the you control all of Samarkand. 


Scenario 5: The Promise 


Genghis Khan is dead, but his sons and armies march on to Central Europe in a cam- 
paign to crush the heavily armored Poles, Germans, and Bohemians. None will fall easily. 
The best strategy is to take on one as you fortify the others out. In this case, the first victim 
. must be the Poles: their proximity makes them a constant threat. Fortunately, a long, narrow 
- mountain pass offering superb defensive possibilities separates the other two nations from 
you. © 
You begin in the Castle Age, so you can build up quickly. Your priori- 
ties are (1) to build a succession of walls in the south to keep the Poles 
out until you're ready to receive them, and (2) to build a wall and 
Tower over the mountain pass to keep out the Germans indefinitely. The 
first objective is by far the more difficult because the Poles soon attack 
— with Onagers. 
= Immediately.send a Villager south of the nearby stone pile and build a 

wall across the canyon. Repeat two or three more times, as fast as you 

can. Your goal is to develop fast enough that you fortify the last two wall 
lines before enemy Onagers hit them; otherwise, they'll smash through. 
Build one Tower just south of the stone pile—as a defense against the 


~ will be firing down at you from the western approach. 

. A You must wall out the Germans, too. Do this at the top of the long 

. mountain pass. The Germans will attack your fortifications several times 
with Battering Rams. This placement gives you a great deal of warning 
. (the enemy must walk right past your Tower), allowing you to send 

-. Mangudai to defend against either Poles or Germans, as needed. Build a 
. Tower behind this northern wall to harass enemy troops. 
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Map 10-14. 
Map of Genghis Kahn Scenario 5 
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Meanwhile, build up as fast as you can. Build a Castle and an army. Be sure to include 
several Arbalests, which can fire from Towers. Build Trebuchets to deal with Polish Onagers 
from long range. Enemy Siege units immediately recognize it when you target them, and 
move away. To get around that, target the ground next to them. Be sure to knock the 
Onagers off the high cliff before you advance. Then head south, building and filling towers 
as you go. The Polish army of Paladins will spend its force on the Towers while your 
Archers and other units chew them to ribbons. Use Mangudai to deal with nearby Onagers. 

By the time you conquer them, the Poles will have run out of gold and stone. You won't 
find these resources in their land, so you may run low. Trade food and wood for gold, and 
pursue your next move: colonizing westward. A group of lost Huskarls and Monks in the far 
west will join your army, so send a quick rider to enlist their aid. 


Fig. 10-28. 
; ; Finding 
Hermit Monk: We've been stuck on this mountain for 15 years. S : unlikely allies 


down, and we will gladly join your army. 


à 


With the added strength of the new recruits, destroy the German 
- Castle-and-Tower complex in the center of the map. Once these are gone, 
you'll have access to a stone pile in the west and gold and stone in the 
middle. Beware—the Germans now come at you in force. You'll have to 
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fight for these resources. Despite the your lieutenants’ predictions, the Bohemian King 
Wenceslas should stay put unless you provoke him directly. 

Your next challenge is to fight the Germans, represented by the Teuton civilization. Use © 
several Mangudai, supported by Heavy Cavalry and Towers, to defeat their Teutonic Knights 
and Battering Rams. This will leave you free to mine stone and gold in peace for a while. - 
Once your resource levels have recovered, finish off the weakened Germans using 
Trebuchets supported by your riders. 

Now you'll have access to the rest of the Germans' unused gold. It is time to guard your- 
self against the Bohemians! Theirs is a mighty army, not easily defeated in melee combat. 
You must build a system of fortifications and lure them to attack it. Build three Castles in the 
flagged area and place Towers and walls in front of them. Leave only a small open entrance 
(also called the "killing zone") to this complex. Man the Towers with Archers. Build lots of 
Heavy Camels, Cavaliers, and Mangudai. Place Trebuchets in the rear to attack their enemy 
counterparts. Now you're ready for battle! Send a single rider north to lure the Bohemian 
down and watch the spectacle. 


Fig. 10-29. Slaughter in the “Killing Zone” 
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The enemy first sends in masses of Paladins. You'll shoot down most of them. Siege 
Onagers, which arrive in a large group with about 10 Siege Rams, are more of a threat. 
Attack as best you can with your Mangudai and Cavaliers, handling the Onagers first. With 
luck, you'll lose only one Castle to the Battering Rams. The good news at this point is that 
the Bohemians are largely finished; you need only rebuild your Castle(s) and go knock 
down theirs. The bad news is Keeps and Bombard Towers defend the enemy base. The key 
to your assault is the massive Trebuchet, which outranges all other land weapons. Inch your 
Trebuchets forward just enough to get in range of enemy towers; then pull the lanyard. Be 
ready to retreat your Trebuchets quickly! Use Mangudai and Cavaliers to blunt enemy coun- 
terattacks and you'll escape the worst. Tighten the noose around the Bohemians inch by 
inch until they're weak enough for your forces to destroy. 


Scenario 6: Pax Mongolia 


Fig. 10-30. Suicide demolition teams strike! 
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Map 10-15. 
Map of Genghis Kahn Scenario 6 
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The Mongols are on the brink of a world conquest the scope of which is unknown in 
history. To conquer all of Europe and Asia, perhaps only one great battle remains: you 
must defeat the Hungarian Knights. In this scenario, you first must hold a bridge for 40 
minutes, until Subotai comes to your aid. You should be able to do much better than that. 
Present Subotai with a massive base filled with advanced units when he arrives. Then, 
together, you can brush aside the last challenge to Mongol world domination. 

The difficulty in this scenario will be surviving the initial great charge of Hungarians. 
Inexplicably, they don't send their entire force, which might be enough to save the Western 
world from the likes of you. As it is, if you handle your Saboteurs (walking bombs) adroitly, 
you can weaken the charge enough for your initial Cavalry force to wipe it out. 

About five minutes into the scenario, the Hungarians (represented by the Teuton civiliza- 
tion) send in a force of Paladins, Teutonic Knights, Scorpions, and Archers. These “invaders” 
immediately set upon your outer works, destroying all your Towers one by one until they 
reach your Town Center where they plan to wipe you out. 

Your first impulse may be to send in your whole force. Don't. Any troops you send in 
will blow up along with the enemy when your Saboteurs attack. Instead, let the Saboteurs 
do their work alone for a bit. The other side clusters Knights around 
Towers when attacking them. When it does this, send in a Saboteur or 
two. The resulting blast damages all troops in a small radius. In this man- 
ner, with two Saboteurs you can often take out as many as five Teutonic 
Knights and Paladins. Not bad! You have ten Saboteurs, quite enough to 
tear the heart out of the attack. Afterward, send in all your Cavalry to 
mop up any remaining enemy troops. 

_ The carnage will discourage the Hungarians. Aside from a few half- 
hearted attacks, they'll stick to their heavily fortified Castle. You must 
build a powerful economy and army to root him out of this den. Build 
a massive horde of about 40 fully upgraded Cavaliers and Mangudai, 

. several Monks for healing purposes, four Siege Onagers, and at least 
eight Trebuchets to knock down the Hungarian fortress. Your population 
limit is 75, so consider building large numbers of Villagers at the begin- 
ning to gather resources, and then killing some of them to make room 
for more military units. Try to reach your population cap by minute 40, 
when Subotai arrives. If you do, his force will push you way over the 
population limit. 

Because the Hungarians have switched to a Wonder strategy, you must 
take them out much faster than you'd like. Their strong defensivecapabili- 
ties make this that much harder. Any head-on attack will fail 
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miserably. Don’t try to cross the bridge (the Hungarians will blow it up soon). Instead, take 
a roundabout route across the shallows. 

Set up all eight Trebuchets—two to fire over the woods at enemy Towers and six to 
defend the two. The Hungarians are fond of using Trebuchets of their own for counterbat- 
tery fire. Once the Towers are down, withdraw the Trebuchets and use the Siege Onagers to 
cut a path through the woods. This path will become your first killing zone. Set your Siege 
Onagers to fire at the ground in the path and position the rest of your troops around the 
Onagers, standing their ground. Now send a lone rider through this hail of fire (time it 
right) to lure the Hungarians to your army. Slaughter, advance, and repeat, using Hungarian 
gate openings as future killing zones. 


Fig. 10-31. i 1406 


Success in the 
Forest 


Of course, this is far from easy: (1) the Hungarians often hit you when 
you're setting up an ambush; (2) often you must sally forth against their 
threatening Trebuchets. In those instances, rely on the many Saboteurs 
Subotai sent. Send them out to hit the Trebuchets or the units protecting 
them. Alternatively, you can use them to cripple the wave of 
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attacks that hasn't hit you yet. Bring along Villagers to build walls and Towers to strengthen your 
defensive position. Reaching the enemy Wonder before time runs out is difficult, but if you bal- 
ance efficiency with caution (not easy!) you can do it. Send in your troops and lay waste! 


Frederick Barbarossa Campaign 


Scenario 1: Holy Roman Emperor 


Greetings, your Imperial Majesty! It seems that none of the Kingdoms of your Imperial Realm 
think you have any real authority; you must remind them that you sit in the august and holy 
throne of Charlemagne! Each of the six kingdoms owns a holy relic. To win, you must crush 
their morale by capturing four of them. Of course, you'll need to survive their brutal initial 
onslaught first, which won't be easy. Within minutes, several kingdoms will invade your 
Imperial lands. Your first thought might be to produce a swarm of 
Teutonic Knights to destroy them. Don't! Collectively, their enemies are so 
much stronger than you are that your best hope is to wall them out. 
However, doing so will require great coordination: each action must be 
completed on time or you will quickly be overcome. 


Use all of your food to create new Villagers, but don’t worry about estab- 
lishing a continuing food supply yet: the need to wall in is much more 
urgent. Send each Villager, escorted by a military unit, to the edge of your 
small central island. Search for the four crossings to the rest of the map. 
As you find them, immediately wall them. Be sure to make little U-shaped 
walls around the edges of any bridges so that potential invaders are com- 
pletely blocked out. As your new Villagers are made, send them to help 
until all four barriers are constructed. Then send everyone back to the 
Town Center to gather resources. 

- Although your walls will keep you safe from immediate attack, the 
crossings will not be truly secure until each one has a strong, Archer-filled 
tower protecting its barrier. Build a balanced economy as fast as you can. 
As soon as you have several Archers, attack the clamoring enemy troops 
pounding on your walls. Focus on one wall at a time, sending enough 
troops there to wipe out the enemy. If the Archers don't destroy the 
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Map 10-16. 
Map of Frederick Barbarossa Scenario 1 
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enemy, at least they will keep the enemy troops busy while several Villagers build a tower. 
As you complete each tower, garrison an Archer or two and move on. Once the towers are 
up, add a Mangonel to each crossing to prevent the inevitable Battering Ram attacks. 


Now that your crossings are secure, advance your economy to the 
Imperial Age and destroy your opponents one by one. When you have 
enough resources, begin building Knights, Teutonic Knights, and 
Cannoneers. Mine lots of stone; your enemies will send endless swarms 
of Knights, Swordsmen, Scorpions, and Mangonels against you. The stone 
is for your overall offensive strategy: several towers filled with Archers. 

Rather than fighting your way into the distant cities of your enemies, 
the most serious challenge remaining in this scenario is to advance the 
short distance to the west or southwest to the unprotected (relatively) 
gold piles. When you have fully upgraded your troops, gold will be 
scarce. All the kings will fight furiously over the gold pile. Here's the best 
way to take 
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The western 
wall goes up in 
the nick of time. 
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it. Build a series of Towers, each filled with Cannoneers, that snake out from your walls. 
The Towers will cut down wave after wave of enemy troops, so developing Murder Holes is 
a priority. Use your ground troops to reinforce the Towers. Send Knights against Scorpions — 
and Onagers, and heal your Knights regularly, either with Monks or by garrisoning them 
inside the Castle for a while. After a difficult battle, you can ring the gold pile with two 
more Towers and send a horde of Villagers to mine it. 


Fig. 10-33. 
A line of 
Towers snakes 
toward the gold. 


By this time, your enemies' energy is dropping. They have seen their best and 
brightest slaughtered by your fortified Towers. Build an army of Knights, Teutonic 
Knights, and Battering Rams, and quickly bring them to their knees. Use the 
Knights to quickly attack dangerous siege weapons, and use the Teutonic Knights 
against all other troops. Let the Knights run wild against enemy Villagers. As you 
destroy each kingdom's Castle, Town Center, and Villagers, it will resign. Destroy 
enemy churches to reveal the relics inside. To win, you must have six different 
Monks holding one relic apiece. Bring them back to your original church, but 
leave each Monk and relic standing outside the church. 
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Scenario 2: Henry the Lion 


Map 10-17. 
Map of Frederick Barbarossa Scenario 2 
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Your objective is to destroy Poland. Once you accomplish this, though, be prepared for your 
vassal, Henry, to try to pull a quick one. You have enough strength to weaken the Poles 
and then hurry back to pluck Henry's mane when he strikes. One problem in this scenario: 
is that you don't start with a Town Center or Villagers to gather resources. Instead, you must 
rely on your provinces of Saxony and Bavaria for supplies. Your first goal is to correct this- 
problem by building six to eight Fishing Ships. The ships will provide crucial food in the first 
20 minutes of the game. Also build at least two Galleys to defend them. 

First, send your Scout to survey Henry’s lands. You can see them now—while he is allied— 
but when he turns on you, they will darken unless you explore them beforehand. Spend your 
initial shipment of gold on Knights, several Battering Rams, Teutonic Knights, and 
Crossbowmen. You'll have just enough time to campaign against the Polish Castle in the 
northwest before the traitor strikes. March north and lay waste to the lightly guarded Castle. 


a villager.to g 


Fig. 10-34. Going on the offensive. 
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At the Polish Castle, defend your Battering Rams from Infantry attack. Use your Cavalry to 
smite down Polish Onagers before they savage your army. You'll suffer moderate casualties, 
but many wounded. When Henry initiates his betrayal, do not throw these soldiers into the 
fight against him; instead, heal them inside your Castle and build a wholly new force (using 
your next supply shipment) to blunt Henry's initial attack. 

Henry attacks with a mix of Teutonic Knights, Swordsmen, and Battering Rams. Several 
unit mixes can stop him, but be sure to. include lots of Teutonic Knights and Archers in your 
army. Upgrade these units before sending them into battle. Mass a large force before coun- 
terattacking, but do not dally too long; Henry's Battering Rams will eventually knock down 
your houses. If this happens you're in trouble because you have no way to make more. 
Once your *Army of the North" is healed, add it to the fray and concentrate on knocking 
down Henry's Castle. *The Lion" will quickly cower when the castle falls. 


E To 4 Fig. 10-35. 
Ls GRE D E ven Gute vong 
c Dc : friends, the 
Bavarians. 


Henrey-the dance e 
Bavari 
Saxony: 


~ With Henry’s surrender, you can knock down the walls imprisoning 
- his captured Villagers and use them yourself. Now your immediate goals 
are to defend Saxony and Bavaria from the attacking Poles while building 
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up your economy. Send a 10-unit mix of Teutonic Knights, Cavalry, and Archers to the bor- H 


der shallows of each of your counties; this is enough to stop any Polish incursions. These 
blockades allow you to focus on upgrades, more troops, and a navy. 

A navy will be of great help in conquering Poland; rivers lead to both of the enemy 
Castles, so build a force of Cannon Galleons and lay waste to them. This may be a chal- | 
lenge, because the Pole likes to build Onagers. However, it will allow you to avoid a long, 
slogging match against the Polish Huskarls. If the Poles still don't surrender, instruct your 
navy to destroy everything within range of the water and send an army to take out the - 
northern siege workshop. Send Cavalry to wipe out any Onagers you find. 


Scenario 3: Pope and Anti-Pope 


This scenario is fun because of the role of your ally, Garcona. Often in these scenarios, your 
allies are weaklings requiring your protection, but Garcona is very strong. At the start of the 
scenario, a battle is raging in the city of Crema, and you're stuck in the middle. Your ally 
worries the Cremali, so they'll pretty much leave you alone if you don't provoke them. 

The best initial strategy is to send your force of Priests and Spearmen 
on a quick mission to steal Cremali Villagers, then stay out of the line of 
fire. Head down the coast until you reach the Cremali stone-mining opera- 
tion. Set all units on no-attack to prevent them from blowing your cover. 
Use Monks to convert no more than two Villagers. Next bring everyone 
back to your base to start making a Town Center. Meanwhile, send a few 
War Galleys to help defend the Garcona dock from the river patrol. 

The Cremali will eventually start attacking you. Quickly build a 


your forces to the Garcona, and then sit back and watch them fight. Using 
this technique, you can eventually coax your ally's troops close enough 
to your town to protect it so that you can concentrate on economic devel- 
opment. The Garcona will usually smash Crema with no help from you 


with their endless naval harassment. As soon as possible, build two Keeps 
and put some Cannoneers inside to keep the coast clear. By the time you 
start running low on gold, the Cremali field in the east should be liberated. _ 
Use this gold to reach the Imperial Age; then consider how best to over-  - 
come Milan. 
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Blacksmith and upgrade your Spearmen's armor. If you are attacked, retreat —— 


whatsoever. While you build up, the river patrol will pose a greater danger 205 
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Map 10-18. 
Map of Frederic Barbarossa Scenario 3 
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Fig. 10-36. Be 


vewwy vewwy 
quiet— 
we are Villager 


hunting! 


Click a villager to gather stone from this mine. 


You could fight the river patrol, buf it serves no pubes, the goal is t 
convert the Milan cathedral—not to wipe out the um Davy The river 


navy. However, it is aa, to eo Taf ors across the river it you build 
docks in the extreme north or south where the patrol visits less frequently. 
The southern peninsula is well guarded, so head for the northern waste- 
land. Either way you choose, you eventually run into Milanese Cavalry, 

Hand Cannoneers, and Mangonels. The best way to combat them is to 
build several Towers loaded with Cannoneers. Add a few Bombard Towe 
to quickly dispense of approaching Onagers. Defend the Towers with 
Teutonic Knights and Cavalry. Eventually, after many entertaining turkey _ 
shoots by your Cannoneers, you'll wear your enemies down sufficiently to- 
walk up to the cathedral unopposed. | 
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Although a slow advance such as this has its own appeal, it is not the most fun or ele- 
gant way to win the scenario. Instead, after fending off the first big Milanese attack, finish it 
in style! After ramming through Milan's northern gate, send in about twelve fully upgraded 
Cannoneers, four Teutonic Knights, and three Monks, each in their own group. Rush straight 
up to the cathedral plateau, swerving to avoid Onager blasts. Only stop to shoot units close 
enough to block your path. Cannoneers really mow down most units that get in their way! 
Once at the cathedral, position your Cannoneers next to the barracks so they can cut down 
any new Swordsmen the Milanese make. Place the Knights to block the path up the plateau, 
and start converting the cathedral. 


Fig. 10-37. Lock and load: last stand in Milan. 
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cenario 4: The Lombard League 


Map 10-19. 
of Frederick Barbarossa Scenario 
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In the beginning, the Lombard League wipes out your Italian base and sends the survivors 
scurrying southeast for cover. Your only hope is to construct quickly a new base impreg- 
nable to land and sea attack. Almost all available land is close to the sea, and every stone 
and gold pile lies within range of a Cannon Galleon. Send all your troops and ships to the 
southern peninsula; it's close to your fleeing forces and is farther from the Venetian navy. 
But this doesn't give you much breathing room; within minutes, two strong Venetian task 
forces try to sail up the southernmost river and cannonade your base to splinters. The first 
20 minutes are a constant scramble. You must carefully consider which buildings and 
upgrades do the most defensive good. 

Your top priority from the beginning must be Towers and the stone to make them. To 
protect your small fishing fleet and the food it brings in, focus on fortifying the river mouth. 
Have two Villagers immediately build no fewer than three Towers and send all your 
Mangonels and War Galleys to back them up. This little fortress should be enough to beat 
off the Venetian attack. 


vw MG ES iO EN pum ; A GER B 


Fig. 10-38. Fortify against the expected Venetian navy. 
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Meanwhile, split your remaining Villagers into two groups. Have one construct a Town Center _ 
next to the southern stone pile and have the other build houses furiously. You cant build any new — 
units until you rebuild all the houses lost in the initial defeat. You have plenty of wood and food, so 
concentrate on getting the gold and (especially) stone flowing. 

Your starting army is strong enough to protect you for awhile from the rampaging Paduan | 
Teutonic Knights and Cavaliers. Begin training Crossbowmen and staffing a line of Towers running. 
east-west below the river as soon as possible. Although the more northerly shallows are usually 
strong places to defend, in this case the Venetian navy makes the task impossible. Build a church and 
Monks early; you'll need them for converting and healing. As you grow more secure, increase your 
food and wood operations. Train Cannoneers and Cannon Galleys, and be sure to build a Castle. The 
Paduan is skilled at siege operations, so your Cavalry must be vigilant against Trebuchet and (later) T 
Bombard Cannon attacks. Prepare to ride hard at the enemy before they knock down your Towers. 

At this juncture you must make a fundamental strategic decision: do you concentrate on land or 
naval operations? In prior scenarios, using Cannon Galleons to shatter your enemies' coastal towns 
has worked wonderfully. Unfortunately, in this scenario you have met your naval match. The 
Venetians, represented by the Byzantine civ , have access to all ship upgrades, including Elite Cannon 
Galleons, which you do not get. Furthermore, heated shot Bombard Towers, mak- 
ing any naval attack almost suicidal, protect their island city. The only way to win 
is by land, although you shouldn't hesitate to use your navy for defense and for 
limited attacks against the resource-rich southern islands. 

Pursue all army upgrades, including Elite Teutonic Knight and Paladin, in rder | 
to drive the aggressive Paduans and “born-again traitor” Henry the Lion back _ | 
across the western plains. This constraint puts you in a double bind because there e 
isn’t enough gold in your single pile to adequately outfit the Emperors army. 
Therefore, you must brave the seas and commit HL yourself toa > frog] war in 
search of gold. 

If you decide to land on the far northeastern peninsula, send Ti ransports coun- 
terclockwise along the edge of the map and avoid Venetian patrols. Send a sizable Ue 
force with your Villagers; you'll encounter resistance soon after landing because — 
this is the Paduan’s front yard. Build another Castle and Tower network (again, set — 
back from the sea; the Venetian navy cannot be trifled with). Staff it with deadly — 
hand Cannoneers. These Towers, backed up by Paladins, will bleed the Paduan 
dry, though it won't come easily. To mine the massive gold pile, you must build ~ 
either Bombard Towers or Cannons and stand toe-to-toe with the Venetian navy. 
Either way, you must spend a lot of resources to get the job done. 
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Fig. 10-39. 
The price for a 


massive gold 
field is high. 


=~ Alternatively, attack the two southern islands for their gold and stone. 
- The stone island is relatively easy to capture—a lone Trebuchet can 
knock down its Tower. The much-needed gold is harder to get, though. 
The Venetian navy and a force of Bombard Cannons guard the Castle. It 
requires several attack waves to take. First, send a force of Paladins to kill 
— the Bombard Cannons. Do not try to retreat the Paladins after their mis- 
sion is complete. Next, send upgraded Battering Rams to knock down the 
Castle and Towers. The Venetian Cannon Galleons will make short work 
— of the Battering Rams unless you establish local (and very temporary) sea 
— control. Send about eight Cannon Galleons along and keep them clear of 
. the island's Towers. Curiously, once all the island's fortifications are gone, 
. the Venetians trouble you no more in this area. Send several Villagers to 
- collect its gold. 
= With this gold and stone, you can finally move north from your south- 
western base to drive Henry the Lion, the Paduans, and the Veronese 
back and eventually capture many resources. Prepare a massive force of 
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Paladins, Teutonic Knights, and Cannoneers (deployed in Towers). Use them all to pro- 
tect your several Trebuchets. Also create a few Onagers to combat the Veronese | 
Cannoneers. By the time you reach the top of the western plain, your enemies’ troops will — 
be shattered. 

Your first victim in this contest must be Henry the Lion. Set all his buildings ablaze, and — 
lament that he is not represented as a unit in the scenario; forcing him onto a Transport and 7 
then sinking it would have been quite satisfying. When your thirst for revenge is sated, level 
Verona and build your Wonder in it: you should have plenty of resources left. 


Scenario 5: Barbarossa’s March 


The setting for Barbarossa’s adventures now shifts to Byzantium as he marches across Europe to 
the Crusades. In this highly entertaining scenario, you must reach the Hospitaller camp in Turkey 
with at least 10 units of your huge army. The victory conditions should indicate that this is an 
extremely difficult journey that requires all your tactical skill. You must carefully plan each move. 
Finally, you must be very patient, stopping often to heal and reorganize your forces. Remember, 
half of the real fun of this scenario is trying to win it the first time without 
knowing in advance all the traps that lie abead. So don't read this strategy 
summary until you really are desperate for some help. 
You must cross the Sea of Marmara to Turkey either from Constantinople 
or from Gallipoli. The obvious choice seems to be Constantinople. The 
Emperor of Byzantium is your ally, and his powerful navy would be of great 
help in getting past the Saracen naval blockade, but the Emperor is fickle and — 
will chase you from the city gates. This may make Gallipoli look more attrac- — 
tive as a departure point, but the Saracen naval blockade of Gallipoli is too 
formidable to run, as you will discover by having your army sunk several 
times if you try this approach. Therefore, the best route does in fact lie 
through Constantinople; storm the city so that its navy will transport you. _ 
Several challenges lie between you and the city. Begin by organizing your — 
troops well. Put Crossbowmen and Pikemen in one group and place them in 
a staggered formation so that an errant Onager shot doesn't kill 20 men. Next, — 
make individual groups of Paladins and Teutonic Knights, giving the Knights — 
the same formation (Paladins are agile enough to leave out of formation). 
Create one last group out of everyone else. You won't use this grouping in — 
battle, but it’s an easy way to get the rest of your army to march. Use a Seout 
to check what's ahead while the army follows. TE 
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Map 10-20. 
Map of Frederick Barbarossa Scenario 5 
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If you detect a threat, engage it with the group or individual units that can best handle it. 
Sometimes, when handling mixed forces, multiple groups must engage the enemy; ensure 


that your units face off against their intended targets. When fights do not go as planned, — - Ne 


don't hesitate to retreat. Perhaps you can set up a trap for the enemy with the rest of 
your army. 

A lone Saracen Galley blocks the river crossing; demolish this with Trebuchets. Across the 
river are greater dangers. Your Scouts should retreat from the Saracen ambush without seri- 
ous loss, but destroying it is difficult. Most encounters with the four Elite Mamelukes draw 
the entire Saracen army of Mamelukes, Heavy Camels, and Siege Onagers into a larger con- 
flict. Destroy each successive wave quickly before reinforcements arrive. Hit the Mamelukes 


with your Archers and Pikemen, then retreat them to be healed while your Teutonic Knights. 


(backed by Archers) take on a wave of Heavy Camels. Finally, send your Paladins to dodge 
and weave their way to the approaching Siege Onagers. During all this action, periodically 
send a Trebuchet (whose line of sight is fantastic) reasonably close to the front lines to use 
it as an early warning radar; retreat it whenever the enemy gets close. Once you have 
wiped out the Saracen army, it’s easy to use your Trebuchets to destroy their Castle. 

At this point, unless you elect to try for a perfect, loss-free march, you 
can assault Constantinople. The city is ringed by Bombard Towers and has 
two strong gates, but these are easily destroyed by your Trebuchets. As you 
fire upon them, the Byzantines sally forth, sometimes with Elite 
Cataphracts, sometimes with Siege Onagers. One attack, in which both 
these units approach simultaneously, is particularly difficult to endure with- 


leave the slow Onagers behind. Use your Pikemen and Teutonic Knights to 
dispose of the Cataphracts, retreating away just. as the Onagers catch up to 
their fallen horsemen. Follow by sending in a few Paladins tc smash. me 
enemy's forlorn siege. | 

Once you've destroyed Constantinople' 8: dfses, just lob a few 
Trebuchet rounds at the Hagia Sophia Wonder to make the Byzantine 


along with any aspirations that you have of crossing the Sea of Marmara; 
within seconds, an immense Saracen fleet sails in to destroy it. 
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out loss. The solution is to retreat your entire army. The Cataphracts will 


Emperor see his error. He presents you with a large navy including several - 
Transports for your use. However, at this point the navy is in grave danger, 
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Fig. 10-40. 
Defend 
Constantinople 
against the 
Saracens. 


Your only hope is to use your army to support your new navy. 
— Immediately position Siege Onagers and Trebuchets at the northeastern 
. walls of the city. Move the warships into the outer harbor where they'll 
be protected by your siege weapons. Spread them out; the deadliest 
J weapon the enemy possesses is the Heavy Demolition Ship. Finally, move 
your Monks and a small force of Paladins (acting as cannon fodder) to 
the wall. Use all these forces to sink or convert as many ships as you can. 
— Concentrate on fire and demolition ships. Though you'll take heavy dam- 
age, with luck you can save one or two Transports, which are enough to 
. get you to the eastern landing area. Ferry all your remaining troops there 
. and begin the long journey to the Hospitaller camp. 
= From this point onward, you must protect your remaining Trebuchets. 
— You'll continually encounter mounted Archers, fortifications, or Bombard 
. Cannons. If you bumble into these engagements, you will suffer crippling 
losses. It is crucial to use Trebuchets as your eyes, stopping to assess the 
latest threat and figure out which of your remaining troops can best han- 
dle it. This brings up a technique for easily destroying many threats: using 
the Trebuchet as a long-distance, undetectable artillery piece. Due to a 
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limitation of the computer opponents intelligence, Trebuchets can fire on enemy units wit 
out being detected as long as they are out of the enemy unit's line of sight. This makes i 
easy, although tedious, to pound your enemies without suffering a scratch. To do this, d 
right-click on the enemy unit; it will be alerted to your attack and move. Instead, set you 
Trebuchet to Area attack the region occupied by the enemy unit. If you are down to you 
last 10 units, you can often finish the march by shooting as many enemies from long rang 
as possible while avoiding or killing enemy Trebuchets with your other units. Tome 
If you don't wish to endlessly inch along and blast everything from long range, he P 
a few tips about how to handle the remaining hazards. To use Paladins to defeat the parties t 
of Cavalry Archers and Camels backed by siege weapons and Monks, ride down the siege 
units and Monks, then retreat back to your own Monks for healing while your foot troops: 
deal with pursuing Archers. Don’t let Paladins stand around waiting for enemy siege unis4ó- 
squash them, and never let any siege units close to the army's main body. When you have. -— 
destroyed the siege weapons, use all units to charge enemy horsemen. Back your troops - 
with healing Monks to minimize casualties. Avoid Bombard Towers and Castles until t — 
heir defenders are slain. Lure these away with your fast, tough Paladins. Once their defend: 
ers are gone, you can easily knock down ungùarded fortifications 
with Trebuchets. | 
If you take severe casualties, several opportunities « await in Asia Minor 


with your Trebuchets. Later, you encounter a Seljuk Chee filled 
Onagers you can capture. First blast its OP Trebuchet and C 


the attack of the Seljuk Horse Arches | 
If you decide to completely neglect this Ol 
avoid the next ee ambush: a force of Bombard e. 


Siege (ondes In ihe case, either Medtcoy the! Ca ns with y 
Trebuchet (they cannot advance, so pose no danger) or sen 


the Cannons to shoot at. Finally, in the northwestern portion of Turkey, 
you'll find two Monks who'll join you if you can get past the hordes of j 
enemy Archers in your way. My 
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An alternate strategy involves completely destroying the Saracen navy at little cost and 
then landing at the western landing area, which is much closer to the Hospitaller camp. At 
first glance it seems impossible to destroy the vast Saracen naval force (almost 40 ships). 
However, it can be done if you take advantage of the computer opponents habit of blindly 
pursuing your units. First, march your Monks, Trebuchets, Onagers, and a Paladin to a point 
overlooking the Saracen dock in the middle of the map. Arrange them as shown in figure 
10-41. The idea is to convert the enemy's ships. If this is not possible, destroy them with 
your siege weapons. Your Trebuchets can attack from safely outside the naval units’ range. 
Place all units on No Attack so they do not advance or fire except when explicitly directed. 


Fig. 10-41. An alternative strategy involves converting the Saracen navy. 
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this causes the ship to attack the Paladin continually, as long as you continue healing th 
Paladin sufficiently. This is easily done by two of your three Monks. Use the third Monk 
try to convert the enemy ship. Once you convert the ship, send it due south to an isolated 
spot on the coast to wait. Often, you draw the attention of many enemy ships at a time; ii 


then that you might as well attack using all your siege weapons. You need only beware of 3 
enemy Cannon Galleons, which can reach your Monks. If this happens, retreat your Monks | 


and Paladin while attacking the Cannon Galleon with all your Trebuchets. Sometimes, 
when no ships are close enough to tempt into attacking, use one of your captured ships 
as bait. To do this, sail up to an enemy ship, briefly attack it, and then sail back to: yous ut 
coastal ambush. 


Using these techniques, you can convert or destroy the entire Saracen fleet. Afterward, it 
can be fun to confiscate the Byzantine fleet (as described earlier), this time with no casual- 


ties whatsoever, and then sail down in a massive armada to the western landing zone. 

However, it is difficult to land there undetected. The Seljuk sends a large force of Horse 

Archers and siege units to the beach to oppose you. Luckily, he places only the siege units 
on the western stretch of beach, so M can d eng barge, them with a sin- 


range. tind Trebuchets and Onagers o on E we tern stretch bnd ; iterate 
the enemy Archers with a surprise attack. Now you can wade the rest of 
the army ashore in peace. 

Whether you have landed on the western beach or marched there 
many defenders wait to intercept your army. Using. the techniques _ 
described above you can fight your way southeastward t to the Hospital 
while suffering few or no casualties. You 
even more troops than you had. when th 
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Fig. 10-43. The entire Imperial army survives to conquer the infidels! 
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Scenario 6: The Emperor Sleeping 


Map 10-21. 
Map of Frederick Barbarossa Scenario 
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If you found the prior march too long and slow, you should find this scenario more enjoy- 
able; it is perhaps the most exciting of all the scenarios to be included with The Age of Kings. 
The scenario is similar to the Khwarazm scenario of the Mongol campaign because you are 
allowed to prepare a sneak attack under the very noses of your enemies. You can even send 
troops into the enemy base this time, as well as build any Castles or Towers you wish. 
However, in this scenario, you have a limited time to build and position all your attacking 
units. The time limit makes for a real nail-biter as you rush to cover every base. 
You must fulfill the drowned Barbarossa's vow to reach Jerusalem by delivering his pick- 
led body to the city. To do so, you must first break through the fortifications of Saladin and 
Damascus. With Barbarossa's death, you are not seen as a threat and are free to set up your 
attack until (10 minutes later) your enemies get wise. Pay attention to how long it takes to 
- produce each unit and the buildings required for training them. 

Where to attack is your first major decision. After reviewing the map, this should be obvi- 
ous. You have no access to Saladin's extensive fortifications in the south except for his gate- 
less outer walls. Therefore, any attack you make cannot surprise his camp’s second and third 
lines of defense. In contrast, the Damascene Persians’ camp can be entered through its gates, 
allowing you to set up units next to its southern walls. Once you punch 

— through those, Jerusalem’s walls are ready to be stormed. 

~The Damascene camp must be the focus of your attack. Although it's 

possible to punch through the rear camp wall and push on through to 

Jerusalem, this is quite risky because the Damascenes will pursue. You will 

have no easy way to fortify your isolated armies, and a lucky siege shot 

uld obliterate the Emperor's body. Leave the Emperor's body tucked 

away in the northern oasis of your camp and plan on obliterating the 

— Damascenes; then use their camp as a forward base to overcome the 

remaining defenders of Jerusalem. Only when the path is cleared will you 

pe the "C S Wi in stately grace to the Dome of the Rock. 


- o to build. just as in eit * VOL attack, you must center your 
efforts on Monks that can convert the many Persian Elite Elephants 
patrolling the camp. No fortifications or units you build can withstand 
. these Elephants for long. Build two or three churches and start training 
E Monks. These Monks must be protected from the rampaging Elephants so 
. they have time to do their conversion work. The best solution is to build 
an upgraded wall around quite a few Monks positioned somewhat near 
. the Damascene Castle area. Most of the Elephants will be in range of these 
Monks, and the Castle should be too busy shooting at other units to cut 
down the Monks. 
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Destroy the several Damascene siege weapons scattered throughout the compound. 
Position a Paladin or two next to each, and the enemy will automatically attack when 
alliances change. The Damascenes have Paladins of their own; to defeat them (and as an | 
added weapon against Elephants) place your Pikemen in the middle of the complex. You' if 
need several siege units of your own to destroy the front gate (allowing your reinforcements 
to enter), the back wall, and the enemy Castle. Build several Capped Battering Rams and - 
Trebuchets, and enclose the Trebuchets in their own wall within range of the Castle. It is 
worthwhile to build a Castle of your own filled with Archers close to the back wall of the 
compound; these will wear down his units. As soon as the Castle is constructed, start train- 
ing Teutonic Knights at your Castle. Build several Keep Towers, both for the elephants to — 
chew on and to cut down enemy Villagers. Have a few Villagers of your own in the enemy - 
camp to do repair work. Don’t forget that all these units and structures will need to be 
upgraded to have a chance of victory. 

Now that you know which units to make, consider all the buildings necessary to con- 
struct and upgrade them. You can build almost all of these in your camp and still reach 
attack positions in time. Produce Villagers to help you get all this building done. Don't both- 
er with resource gathering except for some gold. It is a good idea to build 
an upgraded wall around your camp; Saladin will attack it later. As the 
minutes tick down and tension mounts, focus less on your base and more 
on theirs—positioning your units really is critical! : 

At zero hour, the action will quickly devolve into a bloody chaos that ~ 
you cannot fully control. Focus your will on two goals: turning Elephants 
and destroying the Damascene Castle and the Trebuchets there. >: 
Immediately put your own Trebuchets to work on the enemies’ Castle and : 
destroy their initial siege units so that these efforts will not be hindered. - 
Then click one-by-one on your Monks and have them convert Elephants. 
With the rest of your time, use your other units to kill enemy Monks and to — 
prevent his or her Elephants from knocking down the wall to your Monks. 
If you have a few seconds left over from these crucial maneuverings, set 
your Battering Rams to work destroying the walls or the enemies' build- 
ings, but keep them away from the enemies' units! | | 

After a really nasty fight, you'll own the Damascene base. Now secure it 
from the impending Saracen counterattacks. Build Towers on the periphery — 
and fill them with Archers. After healing your forces (including the - 
Elephants), you are ready to head south. Your major opposition in this = 
phase comes from Saracen Mamelukes, Archers (including Saladin’s cursed 
Archers of the Eyes), and Onagers. Your Paladins, Teutonic Knights, and 
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" Put your villagers to wou in your gute to build a strong economy. Your 
initial resources will run out soon; use Me new resources to fully upgrade 


When you have destroyed Saladin’s forest of tents, head slightly s 
outheast and destroy all his military buildings and Town Center. This 
provides a staging area for the final attack on Jerusalem. Now you 
encounter forces more difficult to handle; swarms of Horse Archers 
yacked by Monks sweep in from the west. If you send Paladins to slice 
m apart, the enemy Monks will convert many of them. Use Monks 
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(guarded by the rest of the army) to show the Horse Archers the error of their ways. You 
can often assign several Monks to convert the enemy while still more heal them from > 
behind. When you have converted enough Horse Archers, have them shoot down their old — 
compatriots—especially the Monks. 

Using this strategy, you can easily reach the northern wall of Jerusalem. Punch through it 
with Battering Rams and Trebuchets and send in a horde of Teutonic Horse Archers to deal | 
with the enemy Monks inside. Monitor your troops so that they do not accidentally knock — 
down the Dome of the Rock. When the city is stripped of defenders, set up a solemn victo- 
ry march—you deserve it for having gotten this far! Line the route of the Emperor’s cart with 
your cheering troops, and deliver him to heaven. 


i $ ; ; n : ; : Love oco d 


Fig. 10-45. The Emperor finally makes it to Jerusalem. 
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Saladin 
Scenario 1: An Arabian Knight 


Map 10-22. 
Map of Saladin Scenario 1 
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Saladin is a great military leader fighting hard to rid his homelands of the European 
Crusaders. The campaign opens with Saladin striving to save Egypt from the Franks, who 
are besieging Cairo. Your objective is simple: Destroy the Franks on the western side of 
the city. 

Use care when fighting this enemy; you won’t have a chance to build up an economy 
this scenario. Your initial troops must last throughout the entire scenario, so take good are 
of them! To begin the scenario, simply sweep down the riverbank and eliminate any ` 
you meet. Always use the counterunit to fight. The Franks will send Cavalry against yo 
counter with Camels. 


Fig. 10-46. 
Battle with the 
West Franks 
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.. Franks send a fairly small force to counterattack, which is easily 


: . . Monk, a Knight, and two Onagers. Once your troops are completely 
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quickly as possible. After the Blacksmith is destroyed, you gain the Chain Barding Armor 
upgrade. This upgrade gives your Mamelukes, Camels, and Light Cavalry an additional point 
of piercing and normal armor. You need to destroy all the west Frank's buildings and troops 
to accomplish your first objective. 

Your second objective, established when Egypt turns on you, is to bring your troops to 
the Mosque in Cairo. Use the newly acquired Cannon Galley to destroy the Egyptian Tower 
guarding the gate and the gate itself. Before entering the city with your troops, set your 
diplomatic stance with Egypt to Neutral so your units don't preoccupy themselves with 
attacking the buildings. You're not here to conquer, but to rescue Cairo from the European 
infidels and the coward who is ruling Cairo. Once inside the city, send a few fast-moving 
Scouts to the Mosque. Don't attack any Egyptian units in Cairo and avoid the Castle and the 
-Towers at all costs. 

Upon reaching the Gate to the Mosque, Egypt once again allies with you. A nearby 
Egyptian Monk heals your troops. Don't forget to take advantage of this unexpected bonus. 
Egyptian reinforcements consist of six Cavalry Archers, ten Camels, and a Siege Ram. The 
Siege Ram is important because your third objective is to destroy the Frank's Town Center 
east of Cairo. Strangely, Egypt is still allied with the Franks. As such, your 
Egyptian troops can pass through the gates. Also, the Egyptian troops, 
Towers, and the Castle will not help you in your fight with the Franks. 

When your troops are healed and ready for battle, move out the east- 
ern gate and prepare to fight. Between your troops and the targeted 
Town Center stands a line of Frank Towers. Once you attack a Tower, the 


destroyed. Send one Cavalry Archer to provoke the counterattack and lure 
- the forces back to your army. After each battle, reduce your losses by 
healing your troops with the Egyptian Monk near the Mosque. 

Near the Town Center you find eleven Pikemen, four Crossbowmen, a 


healed, charge in. Attempt to use your Light Cavalry on the enemy Monk 
and the four Crossbowmen, your Camels on the remaining Knight and 

- Onagers, and your Mamelukes, Cavalry Archers, and Infantry on the 
— Pikemen. Remember not to let the Pikemen close on any of the mounted 
. units. Using the right counter units and controlling the battle is the key to 
- an easy win. | 

Tf you are unsure of the outcome, you can win this battle in a more 

. roundabout manner. Send in your Cavalry Archers to attack the southern 
two Pikemen, then pull back to defend your other units. This draws 
the eleven 
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Frank forces 


Pikemen and the 
Priest out from 

the Town Center 
area. You should 


The rest of the east Frank troops will fall quickly to your forces. The Siege : 
Ram makes short work of the Town Center, and you emerge victorious. 


Fig. 10-48. The Town Center falls. _ 
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Scenario 2: The Lord of Arabia 


Map 10-23. Map of Saladin Scenario 2 
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Saladin now faces one of his most dastardly foes, the crusader Reynald. This heathen con- ge - 


trols three different factions; Reynald's Pirates, Reynald's Raiders, and Reynald's Bandits. 
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Reynald and his filthy followers are wreaking havoc throughout the land—attacking peaceful _ 


and defenseless towns, ships, and trade caravans. Your objective is to destroy the Raiders 
and Pirates. 


Scenario 2 takes some time, so you might as well settle in. Prepare your defenses for ihe. , 
first battle. Build a house to prevent your unit production from grinding to a stop when you. 
hit your housing limit. It is important to concentrate on food early. Send all starting Villagers : 


to the berries just south of your Town Center. As you create new Villagers, send more. 

You begin the scenario with three Light Cavalry. Send one to the Town Center of your. 
southern ally, Medina, and one to the Town center of your ally to the north, Aqaba. Help 
yourself to the sheep in Medina. You are very close to finishing gathering all the food from 
your berries. If you hurry, these sheep can arrive in your camp just in time to keep food 


production rolling. Send Camels and one remaining Light Cavalry east to the road the Trade - 


Carts travel. Have this group select a Trade Cart to guard. Set these forces to Defensive 
stance so they won't leave the cart to give chase to the enemies. | 

After you have established a stable food income, start M all new 
Villagers to chop wood. In the area to your east near the deer, set up a 
Mill. Next concentrate on building a Barracks, an Archery Range, and a 
Blacksmith. Upgrade both your Archery and Infantry units at the 
Blacksmith. As your camp expands, start building military units. The enemy 
forces consist mainly of a horde of Archers, a handful of Skirmishers, and 
one Ram from the Raiders. Fifteen Skirmishers and five Spearmen should - 


delay. Beware of enemy Knights that occasionally wander into yout town. 

A single Knight can destroy many Skirm 
If an ally loses a Town Center, the scenario is lost. Res 

Cartography so you can keep an eye on your. allies. 


Raiders' gate. One at a time, Archers and Scouts will Emèrge to face you 
and die miserably. 


ing the Pikemen and Flite Skirmisher upgrades. Remember to research the 
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be a safe and adequate defense against them. Build the Spearmen without oe 


With quick preparations, you'll be ready when the Raiders dock your | a — 
town. If you're prepared before they attack, take the battle to them. When g 
the enemy troops are destroyed, park your remaining units in front of the D. o 


During all of these preparatidis and battles, continue building military c 3 
units and Villagers. When you hit a population of approximately 50 or 60 - toe 
units, advance to the Castle Age. Upgrade your existing army by research- — 
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Fig. 10-49. 

Battle rages 

against the 
Raiders' forces. 


armor and attack upgrades for your military at the Blacksmith. Build a Siege Workshop and 
a few Battering Rams. You ghould now be able to easily rid your island of 
all enemies. 

— Begin the destruction of the Raiders’ town. The Raiders will resign 
after you have taken out a good portion of their buildings. You also must 
contend with some Knights and Crossbowmen stationed around the island 

. by Reynald's Bandits, but your forces should be more than adequate to 
. rid your island of their presence. To head off raids by Pirates, build 
v defenses at your town. Most raids consist of Paladins and siege weapons. 
Co nter with Monks, Pikemen, and/or Mamelukes; concentrate on using 
~ Mamelukes, because they are an all- around good unit if you can muster 
an adequately large group of them. 
— Proceed westward to the center island. You find a crossing that you 
an access from inside the town of Aqaba. Several gold piles are on this 
island, including one guarded by the red enemy at the edge of the map. 
—. You'll also find a large pile of stone here. Destroy the houses, Tower and 
- dock that lie on the southern part of this island. Be attentive; a few ran- 
^ dom Paladins still run about. Build Barracks on this island and train fully 
c ipgraded Pikemen—the Pirates have many Paladins on the next island to 
. the west. If you choose to concentrate on Mamelukes rather than 
_ Pikemen, bring them over the crossing from your initial island. Do not 
use Camels to fight the Paladins! One Paladin can destroy one Camel: a 
losing battle. 
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Build a dock with healthy 
defenses on the west side of © 
the center island. You'll need 
two or more Transports for the 
ferry operation to the far west- 
ern island. Land a huge group 
of either Pikemen or 
Mamelukes on the Pirates’ 
southern shore. Shortly after 
you land, Paladins and 
Onagers swarm you. As your 
units die, keep building new 
ones and be ready to send 
over a second wave. This 
- group should take care of the 
bulk of the Raiders' army. When 
you have cleared an area and 
are no longer being over- 
whelmed by the enemy, bring Villagers and erect military buildings and 
defenses on the southern end of this last island. Reynald has a Castle in the 
main part of his town. Two or three Battering Rams with support can take 
care of it easily. In order to complete the scenario, you must maintain a 
constant pressure on the Pirates. 


Fig. 10-50. Defend your home. 


Fig. 10-51. 
Tearing down 
the Pirates' 
Town Center. 
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Scenario 5: The Horns of Hattin 


Map 10-24. 
— .— Map of Saladin Scenario 3 
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The Crusaders possess a holy relic, a Piece of the True Cross. Saladin seeks to demoralize 
the Crusaders by capturing this relic. To accomplish this task, he must first defend two s 
rate camps with only Palisades at his disposal. No stone is available to be mined, and 
although it is available at the Market, Saladin is unable to build walls or Castles. His C 
defense, then, truly will be a good offense. 
This scenario is tough. Without walls to control enemy routes and keep them at bay, y 
must be very mobile. The first concern, as always, is your economy. Concentrate on fooc 
immediately. A herd of sheep will be delivered to your northern Town Center. Use your ini- 
tial Villagers at the southern Town Center to farm. Wood is your next concern because 
you'll need it for extensive farming. Because you start with 800 gold, a few Villagers mining | 
within the first 10 minutes of the game will provide all gold needed during the initial stages - 
of the scenario. | 
Double up on Palisades by your Barracks in the southern camp to stave off any attacks. 
until a bit later in the game. Just as you start to pick up steam, Jerusalem attacks with 
Knights and Spearmen. If your northern camp is attacked, you have plenty of troops to fight 
back. However, in case the other camp is targeted, prepare Spearmen in the south. 
Remember to get economic upgrades and infantry upgrades at the — 
Blacksmith as soon as you can. When this is done, upgrade to Castle Age. 
After the initial wave of the Jerusalem Knights and Spearmen, the other 
three enemy factions keep the troops at your northern camp busy. 
Jerusalem now concentrates on your southern camp, which the British also 
attack occasionally | 
with siege units and 
Crossbowmen. A 
force of approximate- 
ly 15 troops consist- 
ing of Swordsmen, 
Skirmishers, Light 
Cavalry, and 
Crossbowmen keep 
this camp fairly safe. 
A Monk's healing 
power is helpful, too. 
Concentrate on 
your northern camp. : 
Move the woodcutters to the forest at the north side of the map and usé 
Palisades to wall in the area. Keep a force of Light Cavalry, Pikemen, and 
Crossbowmen on hand to deal with the invading forces. 


Fig 10-52. Keep the Infidels at bay. 


222 


. between the Horns of Hattin, you are victorious. 


. overrun. It would be a shame to make the long journey back to your 
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When you have amassed an army consisting of Pikemen, Skirmishers, Light Cavalry, 
Infantry, Crossbowmen, Camels and several Monks, head southwest and take the Piece of 
the Cross from the Crusaders. A variety of enemy troops await you, so prepare a wide range 
of units for this force. Priests hiding behind a double layer of Palisades will convert some of 
your troops. Attack the Palisades relentlessly with a few units while the majority of your 
army holds off other attackers. 


Fig. 10-53. Take the 
Piece of the True 
Cross. 


. Use your Monks to convert as many enemies as possible while keeping 
. your troops healed. At the same time, do not allow your camps to be 


northern camp with the hard-earned relic, only to be greeted by a large 


enemy force intent on recovering it. Use the box formation to protect the 
Monk carrying the relic. Once the Piece of the Cross arrives in the square 
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Victory! 
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Monk: We have captured the European's 
Crusader infidels. 


Scenario 4: The Siege of Jerusalem 


saladin is determined to take Jerusalem. He knows that whoever holds the 
holy city will most likely win the war. Saladin, a humanitarian, doesn't 
want to be perceived as a conqueror of Jerusalem; he wants to be thought 
of as a liberator of Jerusalem. Therefore, you are not allowed to harm a 
single Monastery or the Dome of the Rock. You are allowed to reach the 7 
Imperial Age, and Elite Mamelukes await your command. 

Start by building a Town Center near the gold and forest just east of 
your troops. You have a sufficient military to hold off the initial attacks, so 
concentrate on building a strong economy. You'll find scattered herds of 
sheep all around you. Send your Light Cavalry out in a wide semicircle to 
collect them for your initial food source. When you are done with the 
sheep, you can hunt pockets of nearby deer. Finally, when the natural food 
supplies have been depleted, fall back on farming. Use one of your starting 
Villagers to build a house, then find the stone pile to your northwest and > 
build another Town Center near the stone and forest there. When you have 
about five Villagers, build a Castle to protect your town. Also erect a few 
Towers to support it. : 
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Map 10-25. 
Map of Saladin Scenario 4 
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Concentrate on upgrading your economy, but don’t skimp on the military upgrades. 
Cavalry armor, Cavalry attack, missile range, ballistics, and building upgrades that benefit _ 
your towers and Castle are also 
important. Until you have trained 
Monks, use your Castle to garri- 
son military for healing purposes. 
Keep your Archers of the Eyes 
garrisoned in the Castle to 
increase your Castle attack; this 
will keep your town fairly safe 
from aggressors. When you can 
afford to do so, advance to the 
Imperial Age. 

When you reach Imperial Age 
concentrate on training fully 
upgraded Elite Mamelukes. Build 
up a force of 20 
or more Elite 
Mamelukes. Also 
make a few Monks for healing the Mamelukes, and build a Trebuchet to 
destroy the two towers of Jerusalem closest to you and to knock a hole in- 
the wall so your Mamelukes can enter Jerusalem. The Elite Mamelukes can 
handle anything the enemy throws at them if you heal them between 
fights by heading back to your Monks. Keep your Monks stationed safely 
in your town. 

Slowly move your Trebuchet forward: sui it with Mañëlukes, Use: 
the Trebuchet to wipe out the Towers and put a hole in the wall Once — 
there is a hole in the wall, change your diplomatic stance for Jerusalem. d. _ 
Neutral. You don't want any units attacking a Monastery or the Dome of 
the Rock by accident, and the Neutral alliance will prevent them from 
doing this. You can use your Trebuchet to take out the remaining Towers, 
but be extremely careful with the Tower built right next to one of the 
monasteries. Trebuchets aren't always accurate, and it would be unfortu- | ~ 
nate to lose the scenario at this point because of a stray shot. Either way, 
the Towers should fall quickly to your army and victory will be yours. 


? 


Fig. 10-55. Early defense. 
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Fig. 10-56. Gather your forces. 
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Scenario 5: Jihad! 


Map 10-26. 
Map of Saladin Scenario 5 
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Saladin has nearly succeeded at expelling the Europeans from his homelands. Three city- 
states still stand before him; Tiberias, Tyre, and Ascalon. Saladin must defeat two of the 
three. All three are well-established and well-defended cities. Ascalon builds a Wonder to 
force your defeat, and you must be quick to destroy it before the clock ticks down. Tiberias 
is championed by three Castles, while Tyre lies on a well-defended island. 

Once more, it is imperative to act quickly to start your economy growing. The scenario 
calls for fishing and lots of farming. Build a Town Center near the stone and wood just out- 
side your east wall. Farm inside the walls around your original Town Center, and use 
Fishing Ships to boost food production. Build walls around your exterior base in preparation 
for the attacks that are about to begin. Gold is scarce at the beginning of the scenario, so 
assign a few Villagers to mine gold in the first few minutes. Your defenses will be greatly 
 bolstered by Monks; use them to convert enemy Knights. Tiberias, Tyre, and Tripoli Guards 
will all send raiding parties at around the ten-minute mark. Upgrade your attack and Cavalry 
A armor at the Blacksmith to prepare for them. By the time the attackers arrive, you must have 
— five or more Camels waiting for them. 


After surviving 
the initial 
onslaught, contin- 
ue to build your 
economy and 
advance to the 
Imperial Age. 
Don't be found 
guilty of neglect- 
ing your defenses, 
or you'll pay for it 
with your life! 
Tyre is preparing 
to send a fleet 
your way, so when 
. you have wood to 
.. spare, use it to build warships. Make good use of your Galleys, which 
. attack 20 percent faster. Your most dangerous naval enemy is the Fire Ship. 
. To ensure a well-rounded navy, add Demolition Ships to the mix. 

= When you advance to the Imperial Age, research the Elite Cannon 

- Galleon. Use these powerful ships to bombard first Tyre, then Ascalon. As 
your navy finishes this task, start training Elite Mamelukes and a few 


Fig. 10-58. Destroy the Wonder. 
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Trebuchets. You won't have much 
time left to destroy Ascalon's - 
Wonder. Use your Cannon Galleons 
to attack the Towers within range of 
the water, and the Trebuchets to 
clear those that will interfere and 
are out of the Galleons' range. 
Slowly advance the Trebuchets to 
destroy the Wonder. Finish off 
Ascalon by killing his three 
Villagers. If Tyre is still offering 
resistance, it will be easy to crush 
s him once the Wonder is destroyed. 
Fig. 10-59. Assault Tyre. Load Transports with the rest of 
your army. Send the remainder of 
your navy to accompany the Transports and make a beachhead on his island. Defend your 
Trebuchets with Mamelukes. Destroy any remaining towers with your 
Trebuchets. Once the Towers are down, mop up all remaining Villagers, 
troops, and buildings. To effect his resignation and end the scenario, destroy 
the dock that stands on a small island to the west. 


Scenario 6: The Lion and the Demon — 


Now you've really done it. You've got Richard the Lionhearted and all his 
allies pretty upset with you. In this final battle, your objective is simple: 
construct a Wonder and hold it for 300 years. Although the objective is sim- 
ple, accomplishing it isn't quite so easy. You have a total of five armies — 
slamming into your small city. You must not only spend time and resources 
building troops, but also concentrate on saving enough resources just to 
start building your Wonder. If you manage to do that, you must defend 
against the onslaught of the world while your Villagers build the Wonder. 
Now, if you can just hold it for 300 years, you'll emerge victorious—not so 
simple. 

You begin with a walled city, several Villagers, and a small amount of 
resources. As the scenario starts, your first impulse may be to Scout the 
map. This is usually a good instinct—one that should be followed in nearly 
every situation. However, if you're playing this game on Hard or Hardest 
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Map 10-27. 
Map of Saladin Scenario 6 
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setting, you really don't have time to do that. The troops are out there waiting for you to 
build your Wonder. If you build it, they will come! 
You have a few immediate goals—things that must be started within the first 20 
seconds or so. 
1. Move four of your Villagers that start near your Town Center outside of 
your walls. Send one of them to each gap and wall it off with gates. 


2. Build a Town Center with your Villagers near the gold and stone mine at 
the southwest corner of your town. 


3. Start fishing with your Fishing Ships near your docks. 


4. Move your troops out of the city so they can defend your new outer 
perimeter. 


5. Move your navy down to the southeast and around the corner to guard 
the narrow strip of land that enters your city. 


Of the listed steps, the first one is the most urgent. Time is critical; if you don't execute 
immediately, a few enemy troops will penetrate your outer wall. You'll be able to kill them 
with your defensive units, but it'll require micromanagement and time that you really can’t 
afford. You have plenty of stone to start with, so erect gates across all 
entrances to your stronghold. Along the sea on the northwest coast and the 
southeast coast there is a small gap that the enemies will move toward 
quickly. Wall those fast! 

This scenario is all about 
walling out the enemies. 
Once you've walled every 
possible entrance to your 
area, start several farms; you 
need the food to create a 
large economy quickly. 
Place a lumber yard near 
your Town Center by the 
trees there. You'll need lots 
of lumber, so assign a few 
Villagers to chop wood. 
Also, as soon as you have 
the first layer of gates and 
walls erected, build a 


Fig. 10-60. 
Quickly establish your perimeter. 
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- Attack Ground command for better targeting. 


| This is a good time to start getting upgrades. Cavalry units are 
: extremely useful as siege unit counters—don' forget to create several 
Knights and upgrade them. Towers don't seem to fare very well against all 


_ vab six or eight tiles thick, do it. The extra layers of wall buy you pre- 
~ cious minutes you'll need to hold your Wonder. 


— dozen Trebuchets, at least ten Knights, and a small contingent of Elite 
— Mamelukes. Use the Trebuchets to pelt the enemy Trebuchets and Cannon. 
Send small groups of Knights out to hit Battering Rams, then bring them 
- quickly back in to be healed by your Monks. 


Villagers as you can afford to build it. 


_ else, continue to wall over and over again in key spots. If you can build 
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Trebuchet in your uppermost Castle. You're going to need several, but only one or two for 
the first ten minutes or so. 

Delete a small section of the wall that borders the sea near your gold and stone mines. 
Pop some Villagers out the hole and have them build a dock. The extra food provided by 
four or five Fishing Ships will help you quickly establish a military. Also near your gold and 
stone, erect a second Town Center; this will help you build Villagers more quickly. You'll 
need many Villagers to gather resources and to create the Wonder. 

Once you've assigned all your Villagers and Fishing Ships to their tasks, finish walling the 
several entrances to your town. There are five choke points you must wall. Don't forget any 
of them—the enemy is quick to exploit any openings you neglect. Don't settle for a single 


layer of wall. Keep walling over and over again. Put five gates in a row wherever possible. 
You're just trying to buy time, so the thicker the walls and gates, the better. Gates are better 


than walls in this scenario because you'll need to sally out with Knights or other Battering 
Ram killing units. 
Don' get too many military Upgrades at first. As soon as you've successfully walled your- 


self in, start building Trebuchets; you need three or four. Watch for enemy attacks and 


counter from a distance with the Trebuchets. Remember to use the 


Now begin saving wood, stone, and gold. The sooner you can get your 
Wonder going, the less time the enemies have to build up troops. Delete a 
house or two to make room to construct your Wonder, and assign as many 


You'll be under heavy siege, so keep several Villagers gathering 


the long-range siege units the enemies throw at you. More than anything 


By the time your Wonder is completed, you should have at least a half- 
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Just when it seems the battle is hopeless, your Persian ally sends you a Transport full of 
Elephants. The Elephants provide a much-needed boost to your faltering defenses. Don't 
expect any more help from the Persian; there will be none. 

As the clock ticks down, you'll be surprised how incredibly long the 300 years lasts. Wave 
after wave of attack continues to pummel your walls. The enemies will probably break 
through in several places and start swarming in toward your Wonder. To help the Wonder 
last a bit longer, build walls directly around it. Also make walls at any other choke point or 
gap in your city. Make it as difficult as possible for enemy troops to approach the Wonder. 

I'll repeat one final time the importance of walls in this final scenario. From the instant 
the scenario starts you're building walls. As the scenario ends, you'll likely be building des- 
perate last-minute defensive walls nearby your Wonder. I even traded in surpluses of gold to 
get more stone for walls and Castles. Stone is life on this map, and if you make effective 
use of walls you can hold your Wonder for the full 300 years to win the campaign. 


Fig. 10-61. The battle becomes intense 
as the clock ticks down. 


If you're really good, you can also defeat all the enemies for a victory. 


Even though the scenario says you need to construct a Wonder and hold it 
for 300 years, if you can just beat all the enemies you'll win too. 
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ts one thing to be a good single-player gamer and an entirely different thing 

to be a good multiplayer gamer. In the early days of Blizzard's Warcraft II, 

played all the campaigns and did pretty well. I figured, “What the heck, I'm 
pretty good. I should go flex my muscles online!" After a bit of struggling with 
the interface, I finally managed to set up my first online game. In less than 10 
minutes I found my town in ruins as a player named “Lucky” utterly destroyed 
me. I was convinced it was a fluke, and went on to challenge a different player. 
I lost even faster. Gradually I realized that most of the training I'd received 
playing against the computer was useless. I had to relearn the game—but what 
a fun process! 

If you're going online for the first time, you can expect to experience the 
same thing. You'll enter a game thinking you'll do well, and you'll almost cer- 
tainly lose miserably. It's one of those tragic facts of life. We've all experienced 
the culture shock after jumping into the online world, but we've never regretted 
it. Nobody's saying it will be easy. We're just saying it’s worth it! 
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The Online World 


The most common place to play an online game is a “gaming platform.” These are essen- 
tially online places set up to help you meet and talk to fellow players. Popular platforms 
include Kali, Microsoft's Gaming Zone, and Battle.net. If you're looking to play a multi- - 
player game of The Age of Kings, start at Microsoft Gaming Zone (www.zone.com). 

The “Zone’s” Tbe Age of Kings game room offers a number of “rooms” you can join, - 
some for experienced players and some for beginners. This is a nice feature, because it 
increases your odds of pairing up with an opponent similar to you in skill level and expe- 
rience. As you become a stronger player, you'll graduate to more difficult rooms. 


Ladders and Rating Systems 


Case's Ladder (www.igl.net) is probably the biggest and oldest online gaming ladder, but 
the AOE community isn't very active on it. The Zone's rooms are *rated"—that is, it will 
automatically keep track of your wins and losses. Most seasoned players 
don't pay much heed to the rating system; it's too easy to cheat. 
Nevertheless, for the most part you'll find the higher-rated players are 
more skilled. 


Online Communities 


The Age of Kings-related material is discussed on a number of online mes- 
sage boards. These online communities are entertaining and fun. Once 
you hook up with other people who play AOK online, you'll quickly find 
yourself playing regularly with groups of online buddies. Strategies _ 
change constantly, and the best players meet on the *discussion boards" 
or “forums” to talk about them. : 

The two most popular forums are the AOE Heaven Forum 
(http://age.gamestats.com/age/forumintro.shtml) and Gamers.com The Age | 
of Kings (www.gamers.com/aoe). Folks from Ensemble Studios sometimes : 
visit and post messages at the AOE Heaven Forum. The Gamers.com 
forum is smaller, but the more advanced players tend to congregate there. 
If you're looking for introductory information, go to the AOE Heaven 
forum. If you want serious strategy discussion, go to Gamers.com. At 
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either location you'll find hundreds of other The Age of Kings players who probably will 
help you develop your game if you ask them. 


Online Etiquette 


When you go online, you'll be interacting with people from all over the world. Some 
speak English as a second language; others may speak no English at all. Some will be old; 
many will be young. 

There are two guidelines to observe here: first, be polite; second, use appropriate lan- 
guage. “Be polite" is pretty straightforward. This is all the way your parents told you to act 
when you were little—you. know, things like, “If you can't say something nice don't say 
anything at all." 
= Using appropriate language can be trickier. When you're speaking with a group of 


— strangers, pay close attention to what you saying. Out of respect for others, watch your 


: -— ber that the host calls the shots. If the host wants to play the game with 


language. Avoid derogatory comments. Avoid getting into “flame wars" with strangers; 
it only makes you look foolish. Furthermore, the Microsoft Gaming 
Zone has sysops—essentially *Mall cops" who monitor the behavior 
of visitors to the Zone. If you're swearing or being abusive, you risk 
getting kicked off! 

If you're in a game or chatroom with people you already know, 
E feel free to do and say what you want. Obviously, you'll want 
to “talk smack," be rude, and generally screw around with your buddies. 
a this case, its appropriate, because you all know each other and 
should be familiar with what you can and can't do. Just keep the lan- 
guage and behavior appropriate for the audience. 

Don't *spam." Spamming is typing (or pasting) a message again and 
. again very quickly in the lobby or chatroom. Spamming makes it hard 

_ for others to read the messages others are typing and could get you 

kicked out of the Zone. 

When you enter a room where people are setting up a game, remem- 


certain settings, those settings should be made clear in the game room. 
. If you don't want to play with those settings, you can politely ask the 
. host for different ones. If the host doesn't want to change, leave. You 
-can host your own room with the settings you want. 
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After the game—win or lose—you should always say “gg” (good game) to your oppo- 
nent. If you beat your opponent, you'll probably enjoy the game, so it's easy to be polite. 
If you get beat, though, it's sometimes more difficult to be cheerful. Acting politely after 
getting soundly thrashed demonstrates good sportsmanship. Better players often offer tips 
to help you play better—if you're a good sport. 


Learn from Your Losses 


A key difference between exceptional and mediocre players is that exceptional players 
learn something from nearly every game. This is especially true of games they lose. After 
you finish any game, spend time evaluating it. If you won, try to figure out what you did 
right, and what you could have done better. If you lost, do the same. 

When the game ends, study the map and the *achievements" screen. Learn to interpret 
the enemy's actions by reading the achievements. Did your enemy make more Villagers 
or advance through the ages more quickly than you? How, exactly, did your opponent 
beat you? 

Don't be quick to blame losses on poor luck or a *bad starting spot." 
When you get beat (especially in a one-on-one game), it's almost always 
because your enemy simply outplayed you. It's OK to lose, as long as 
you learn to figure out why you lost and try not to make the same mis- 
takes again. 

If you.lose, you'll be eager to get revenge. But in a complex strategy 
game like The Age of Kings tenacity usually loses to wisdom. The more 
you learn from your losses, the sooner you ll stop losing! 


Team Play 


eam games offer a more complicated and exciting gaming experience 

than single-player or even one-on-one multiplayer games. Two or more 

players must combine their talents and efforts to forge a mighty alliance 
that will crush the opposition. Age of Kings takes team play to new levels by 
including unique units and team bonuses. 

Creating a powerful team is a unique challenge. A civilization's characteristics 
may serve it well against some enemies, but render it vulnerable to others. 
Smart teams will choose civilizations that cover their weaknesses and enhance 
their strengths. 
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Civilization Selection 


When teaming up, match civilizations that complement one another. Briton Archers have - 
problems dealing with enemy stable units. The high piercing armor of the Cavalry makes. 
them perfect slayers of ranged units. The picture changes when Japanese Pikemen piptees : 
the same Archers. : 

During the game's planning stages, don't overlook the versatility of a good combine at, 
Creativity and experience are the keys to putting together a well-rounded powerhouse. Try 
to match civilizations that benefit each other in terms of both troop selection and team 
bonuses. 

For example, a Teuton player’s cheap farms would clearly benefit from a Chinese ally 
whose team bonus adds food to each farm. The Teuton player, in turn, can offer conversion 
resistance to Persia. This combines powerfully with their War Elephants, which are vulnera- 
ble to Monks. Thirteen team bonuses and unique units make for any number of possibilities. 
The following lists represent only a few good combinations. 


2-on-2 Team Combos 


Chinese/Teuton 
Britons/Vikings 
Celts/Mongols 


Persians/Franks 


3-on-3 Team Combos 


Teuton Enhancer: Teuton/Chinese/Byzantine 
Infantry Power: Goths/Vikings/Japanese 


Naval Power: Persians/Saracens/Vikings 


Communication 


Several elements of team communication can enhance your team’s chances - 
of victory. When playing with a partner, it’s essential you communicate 
about a few key issues, including: 2 
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Team Play 


* the enemy's position 

e whereabouts of the enemy's forward bases 
* locations of gold and other resources 

e sites of major battles 


e nature of enemy troops 


Clock Face Communication 


Online players develop their own in-game lingo for communicating ideas more quickly to 
their teammates—acronyms and nicknames for various units, buildings, strategies, and posi- 
tions. The more you team up with the same player, the more accustomed you'll become to 
that players way of communicating. 
One common way to communicate position is to use a clock face: the top of the map is 
at 12 o'clock; the far right (or east) side of the map is three o'clock, the bottom six o'clock, 
and so on. Using this technique, teammates can communicate their posi- 
tions or the positions of key features or battles. In online team games, it's 
common to hear phrases such as *I need help at 2:30!" This means the 
player needs help near the far right side of the map, toward the top. 


Playing for the Team Win 


Playing strictly for the best statistics will win you no friends in the multi- 
-player environment. Team players should concentrate on fulfilling the 
needs of the team. Holding two opponents at bay while your allies 
demolish the remaining enemy, for example, is good team play. You may 
not get the glory, but your role was critical in seizing the advantage. 

- Play to have fun first, but play for the team win, as well. Make the sum 
er the parts greater than the whole. 
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